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1J ntrnburtinn 

You are standinq in lonq, dark corridor, with a mas

sive wooden door direct}� to �our left. Up ahead there 
is a sputterinq torch �et in the stand bolted into the 
1rrequl&r sto�e wall. The air is cold &nd damp. You de

cidQ to listQn at thQ door . HQarin� nothin�, �ou push on 

i t  and it opens. You find �ourself in a larqe, well lit 

�oom. At the oppos i t e  side of the room there are two 

b i q ,  uql�, ' hvman- l i�e creatu�es, who are obvious}� star
tled. What do �ou do? !n a flash, one of the creatures 
picks up a clvb, while th• other qrabs a biq curved 

sword, and the� both start to advance
. 

menacinql�. What 

do �ou do? Do �ou run? Draw �our own sword? Charqe to
ward them? Scream for help? Beq for mere�? Fall to 
�our knees 

to save �ou? 

and pra�? Summon inner 
What do �ou do ??? 

strenqths and powers 

Hvrr� The� are 

Role pla�ing qames can provide this sort of enter
ta inment . It . is not s• .. ,,•pr is i n<;1 then, that in a short 
time (the f1rst ru l es went on s&!• 1n 1974) f&ntas� role 
pla�inq ha� oQeom• huqQ!� popular . Naarl� ever� eollaqQ 
campus has a l arqe number of such qamer s . 

The major problem w i t h  these games see�s to be the 
d i f i c u l t �  of tr�inq to ex p l a in the qame to a non-pla�er . 

And �et, In m� �xper!Qnce, a n�ona who can be tal k ed Into 

pla�ing onee, �ill bQ willing to ci.Ome back �or- more. 
Ever� sort of person �eems to find i t  en jo�able. If onl � 
exPlaininq �t wasn't sveh a harcvlean task • . .  

The obJect 0¥ this in�roduction is to exp l ai n the 
qame. If �ou have alread� pla�ed, �ou ma� wish to skip 

ov.,,.. this par-t. 

To P i a� the qame in i t s  ful l est form, a person called 

'Judqe' or 'referee' is requ i red . Necessar� persona l  
qua!ities of a jvdqe should b� i�agination and patience. 

It i s  th• jydge's responslb1lit� to prepare on paper 
(prior to pla�) a fictional setting. This setting should 
contain suff i c ient people, Places, objects , etc to retain 

the pla�ers' interests; and i t  should be l arqe enouqh in 

extent so that the p!a�ers do not feel limited in their 
c h o i ces. There a�e a larqe number of wa�s to start a 

qame, and we have presented a few in the Miscellaneous 

soec-t ion of these ru·l es. Often, to start, the Jvdqa w i 11 
prepare cave �omplex ( q enerall� called a Dungeon) wh i ch 

ls fu l l  of traps, monsters, and treasure. A surroundinq 
localit� will probabl� soon be added. Then, perhaps a 

town, complete with merchant s, constab l e s ,  th ieves , and 

so on. Whole worlds have bQen 'crea-ted' b� ambitious 

judqes. In fact, there even exist� several companies who 

se!� prePared d��qeons, 

Note that the Jvdqe 

�ow�s, and w:ldernasses . 

pr�p&r-•s ai! of this on pape� (no 
models need be canstrvcted). 





Ever" person (other than the Judqe) pla�tn9 the 9ame 
repres�nts (pl•�s) a c�aracter in the Judqe's "world". 
The Judqe i� thQ pla"er�• e"es, Qar�. and no:es. Ever"
thing that a Pla"er's ck&racter would be able to see, 
hear, smell ( even taste or feel) in the Judge's world is 
de6cribed to 'he pla"er b" the Judge. The pla"ers are 
limited i� their knowled9e of the world. The� should be 
limited to onl� what the� remember from past �xperiences 
in that world< if an�), and what the� present!� see, 
hQar, smell, ta�te, or feel Cas told b" the Judqe). 

The pia"er and 1his character' ·are called the 

pla�er/character (P/C). T�e pla�er/characters will in
variabl" interact with other characters in the world. 
These other characters miq�t not be represented b� a 
pla"er (it's hard to find a whole world ful l of gamers 
w i I l t nq �o P 1 a" ) . These <'!I.re ca 1 1 ed non-
p la "er/ characters CNP/C). Non-pla"er/characters are 
another responsibilit" of the Judqe. �« must pla" the 
part of an" NP/C that the pja�er/characters meet. This 
is usual ! " not toe dif1cult since the Judqe 'created' the 
world, and therefore populated it with those NP/Cs. 

It must be reMembered· that the Judqe is not pf��inq 
aqainst �he pla�ers. His fu�ction is to referee and 
Judqa the action. He i5 to settle all rules �uastion5. 
He should have complete access to all knowlcdqe of what 
an� ?la�er/character is dolnq . � p}a�ar Pia�• THROUGH a 
Judqe, not a9ainst him. The Judqe is not (sho�ld not be) 

ovt to 'qet' the pla�ers, he merel� adjudicates all of 
th� happeninqs. CAdmittedl�, sometimes a Judqe1 s world 
mi ght be so laden with monsters and traps that It seems 
thQ Judqe i� intent on destro'l1nq the pla�ar•). FurthQr
more, it is the Judqe's dut� to provide a world th4t is 
interestin9 and exci*inq in order to maintain enJo"ment. 

Rola p}a�ing qames are eas" to pla� because qenerall� 
a pla�er ma� attempt to do exactl� as he de6ires. 
Pla�ers can act as the� might in real life, or the� can 
tr" to live an� sort of wa" the� might have dreamed. No 
other game allows a p}a�er to tr� most an�th1nq at all. 
I� is thiz fvllnass and richness 0¥ pla� that iz the 
cause cf the larq2 rules becks . Ouestions immediate!� 
arise: what happens if tr� to hit that �erson with m� 
weapon? what happens if that monster bites me? how can 
I become a qreat wizard like Gandalf? To help the Judqe 
find answer= to the million= o� ��estions, i$ the purpose 
of this er an� other rules book. Rul�s book� are used b" 
the Judq.e .tc arbitr<i_:te �nd r12fere_� th-e �tion. TkerQfore 
it is not at all necessar� that the pla"ers know ev�r� 
fine detail in these rules. It is quite pos�ibla to p}a" 
knowinq onl" a bare minimum. (Actuall�. these rule= are 
directed at more experienced pla�ers, and at Judqes who 
miqht like a better pla�1n� s�ste•· And the-efore , these 
rules miqht be lack1"� in muck of the needed �eneral 



knowled9e. Uo apolo9i z• for thi;. But we feel that 

there are man� f i ne rule• book& for newcomers ; however we 
sensed a deftnate need for a det�l led rules s�stem that 
would be p l a�able, fun, and �et loqical.) 

�lthouqh a pla�er is free to attempt an�thi n<;1, this 
doesn't 9ive him a li cense to be vague in de&cribinq how 

he w i l l  attempt i t .  If a pla�er mer�l� sa�s "I'm go i ng 

to tr� to be king" and doesn't tell how he w i l l tr� to 

acco•plish it, his statement is meani nqless . 1f a pla�er 
wishes to build a castle, he must specif�: where he i s  
9ettinq the mone�, where he is getting the materials, who 

i s  9oin9 to bu i l d i t  Chow he will Persuade them to build 
it), where he w i l l  obtain the plans; Just to mention � 
few bf the countless details involved. For this reason, 

pla�er• will tend to l imi t themselves to much smaller un- · 
dertakinqs until the� feel the� have the means, abi l it�, 
re•ources, and determi nation to attempt something gran d i 
ose. I� i• important to note; however, that even these 
small undertak i ngs require speci f ic descriptions of how 

the attempt will be made. Aqain, it i s  insuffi cient to 

merel� declare "I'm robbinq th�t :ilvarsmith's �hop" , 
Rather, it is an interactive process between the 

plal�er(s) and the judqe . The pla�er states where, when, 

and how he will enter the shop ; what he will be weari nq 

and carr"inq Cdon't forget to tell how he will even qet 

to the shop from wherever he is presentl� at). The judqe 

then describes what he sees ( and hears, smells, etc): 

"You are in a small shop, with man� fine silver items 

displa�ed around. Hear the door is a rather heav� se' 
man1 in the back of the shop is an old, qra�-haired man 

bent over h i s  bench. �hat are '40u doinq now�· 

The p}a"er might respond, "I'm draw i nq m� dagg�r from 

m� belt and moving toward the old man.· 
The Judqe miqht respond, ·�ou hear movement near the 

.. 
door . • 

Pla�er : "I'll q l ance around, b�ck at the door." 

. .Jud9.e: ".The .. he.4.Y'.f set man near the door has pi eked 
a lar.qe hammer

" and is; movi,..,q to ... ard '40v, meanwh 1 le 
s� �he. ol� .'°;<ln strai9hten up, qive a half-sm i l e, and 
a:tr iaboU't hi"ir1 s"t'arts to shimmer and qet clo•.Jd�. • 

Pl41'#ar: "Oops, now how am I qoing to qet m�sel� 

OT -t}'.i.s ...... ?· 

•.Jp 
'IO•J 
the 

out 
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Jrrparatinu 
Each pla�er must determine the character istics of the 

role he w i l l  pla�. These characteristics w i l l  usua l l �  be 
determined rando m l �  as explained b e l o w ,  but i t  i s  possi

ble for a Judc;e to have pre-established roles prepared. 
It is not necessar� or even �es1rable that pla�ers 

•roll-up' new characters each time the� pla�. It is much 
more i'Jl"terest&Y\q �o ret a i .n the same character, and watck 
that c::_harecter c;row i n  experience and abilit�. A new 
character should o n l �  be determ ined for new pla�ers, or 

··when an old character dt es . 
Each pla�er should keep track of his characteristics 

on paper, in the manner shown. This chart should b� kept 
secret from ever�one except the Judqe, who ma� look at it 
at an� time. (Attemptinq to l i e to or cheat on other 
pla�ers is permissab le , but no fate is too terrible for 
one who lies to a Judge.) 

The first seven items (Strengtk, lntel l i c;ence, 
dom, Dexterit�, Mental Resistance, Char i sma, and Consti
tution) are the special characteristics. These are 
determined random!� b� rollinq three 6-sided dice. These 
values are semi-permanent: generall� these values will 
remain constant, but it is possible for them to chanqe 
when required b� some rule. 

Fatigue Points <FP> and H i ts-to-K i l l (HtK) are i n d i 
cations o f  a character's "toughness• .  A character's in i 
tial FP va l ve is determined b� rolling an 8-sid�d die and 
addinq the modifiers due to Constitution l i sted bel?w. 
MtK are dtterlf\lnQd b� a 6-�ided die al�o with modiTi��$ 
due to the character ' s Const i t u t i o n :  

character's 
Constitution 

18 
17 
16 
15 

7-14 
6 
5 
4 
3 

modif i ers 
IHK FP 

+3 +4 
+2 +3 
+1 +2 
+1 +1 

0 0 
0 -1 

-1 -2 
-2 -3 
-3 -3 

Speed is an indication oT how man� �ards per melee 

round ma� be movQd b� thQ character. This i» Tu � l � 
described i n  the Movement Dur1nq Helee ru l e  section . 

Melee Points (�P) are full� described i n  the Melee 
r u l e  s ection , but all characters bec;in w i th a base of 3 
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HP. 
THievinq Abilit� Points (TAP) are described under the 

Thievinq .rules section; all cha racters start with one 

TAP. 
Hea 1 i 1i<3 Point"" ( HP ) 1 Hea 1 i n-;i N•.Jmber- ( HN ) ar<? 

described vnd•r Healers . Encr-q� Points <EP>, Special 

Powers CSP) are describ•d under Clerics. · 

Generali�, all of t�e above valuQs increase �i+.h ex

perience qained in the appr-opria+.e areas . 

Con.,,ititution, Hits-+.o-Kill (HtK), and Fatiqve Points 

<FP) collective!� repr•s•nt the state of health that a 

character is in. These all have a normal valve for +.ha+. 

character. These normal values slowl� increase with ex

perience . �hen a charac+.er '3e+."" hurT, o�e or more �f 
+.hese values will temporaril� be lo�ered. As +.he ch6rac

ter recuperates, the valve �ill increase back +.o i+.s nor

mal v.a l ve. A character cannot 1rQcuperate1 +.o 1nore than 

the normal value, hereafter called +.he nor1nal maxi mum 

value. Generali�. loss�s of Cons+.'.tution, FP, and H+.K 

are temporar� and can be qai�ed back with recvperation . 

"However-, sometimes +.he rule"" call �or an incre&3e or de
crease in the permanent vaive. Such � 
cannot be qained back b':I rQcup�ration. 

wa� to i ncrease the permanent val�es is 

<see the Experience rvl es ) . 

Permanent !oss 

About +.h<0< onl'l 

via expe,-ienr;e 

Hits-to-Kill represent +.he abilit� to withstan� seri

ous wovnds � If a character ' s H+.K is .,. ... .,,... ,.. ed·..1ced "to 0. 
that character is unconscious. If it is reduced to below 

0, th�+. character is dQad. Fati�uQ Point: CFP) reorQ�Qn+. 

the character ' s short-term fa+.i-;ive-resistin9 and minor

wound-�esistin9 abilit·•· If +. he c�a-acter's FP 1s re

duced to 01 all fvrther FP losses are taken as H+.� i n

stQad. Conz+. i tution represen�z +.he character's ou�rall 

lonq-term resistance. If this is ever reduced to 0, +.he 
charactQr 1� dead. 

The pla�er also must list all tha� he is carr�inq, 
and where on his person he is carr':li�9 l"t. This includes 

armor, weapons, food, torches, clo+.hin9, etc. Note that 

heav il � laden character's will have dific�l+':I in movinq 

WQ 11 • The J•.JdCJ2 dQc ides how r.>uch a character .:.a� z+.art 

w ith. Often, this is determined b':I 9ivl nCJ pla':lers a ran

dom a movnt of mone�, and allowin9 them to 'purchase' whaT 

+.he':I wish. Also in+eres"tinq is ha.,in-;i �harac+.ers star-<: 

with hardl� an':l"thin9, re�uirin9 the1n "to +ot&ll� fend for 
them�elve�. SQe "the H i scel ! aneou� ru!es for sev�ral �uq-
9ested methods of sta-tir9 character� . 

�ddi +.iona l l':I, ch6rac+.er's keep tr&ck of experi ence in 
variovs areas. This is all explained in tke Experience 

rvles section. Characterr start wi+.h no <?xperience accu

m•.•latod. 
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Character ---------------

S1:ren9th 

In'tell1qence 

W1sdo111 

Dex"ter- it� 

Mental Resi-tanee CMR) 

Charisma 

Cons'ti'tv�ion 

fa'tiqve Poin'ts CFP> 

Hi-ts--to-Kill CH-tK> 

Speed 

Melee Points (MP) 

Thieving Abilit� Pts <TAP) 

Healinq Po1nts <HP) 

�ealin� Nvmb�r CHN> 

EnQr9� Point� CE?) 

Special Powers CSP) 

�eapons, Ar-mor-, Food, e'te. 

Exi:>erience: 

Me lee Missile Magic Thieving Heal inq Good/Evil 

(spells with thei r EN and SN should be on ba�K) 
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General Overview 

Tactical movement and comba+ c�n be as s+rue+ured or 
a�orphous as �ou l i ke with th��e ru l es . I+ has bean 
pla�tasted sevaral difTerent wa�s: 1) where +he Judqe 

describes situation verball� �nd pla�ers respond +otall� 
verball�, wi �h no visual aidsJ 2> wh�re a rouqh ske+eh 
�or • chalkb?&rd or whatever) 1� •1ven, and pla�ers ex
plain their intended MOVements and �Ctions to the ��dqe; 
3) where. a reasonabl� deta i led sketch OT the area is 
made , and a transparent hexshee+ �verlaid, and markers on 
fiqurcs placed on this to indicate positioninq oT all 
character� (and creatures). 

These rules will be detaiied and raTer to the 3rd 
method above. The more Tree-form metho�s of pla� can be 

used stmPl� b� �emovinQ all +he ealcula+1ons from +he 
tactical movement, and have +he Judqe requlate movements 

te keep them reasonable. 

Tactical Seale 
The tactical scale ts not extreme!� t�por+ant, but t s  

qi· .. en a s  a n  aid. 

The !:>asie 

-tance i1i: onQ 

has a linear 

little over 

movement di .. -
hex. E&ch hex 

d i rr.ension 
3 feet. 

oT a 
These 

hexes correspo nd to 

of' abovt 1 0  Teet. 

a len<;1th 

A 10 f'oot 

s�uare i� rapra•ented (rouqh-
1�) b� 9 hexes. 

There are approximate!� 10 melee rounds p�r minute1 
so each me1ee. round is about S seconds . Dur1nq p l a�
�es�1nq even m�lti-charaeter comb�t rarel� lasted 
lo�qer than 5 to 10 melee rounds until one slde or the 
o+h .. ,.. ra.., . 
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Melee Points 
This s�stem is b a sed upon the melee point <MP>. A 

m e l e e  point i s  a rou9h indicator of a char acter's 
fiqhtinq ab i l it� durinq each melee round. 

The number of melee points assigned to 
depends on h i s experience as a fiqhter 

ence). Al l character� beqin the game with 

a character 
( sae ExPeri-

3 MP. As 

the� earn experience in fi9ht1n9 of the various ca

teqori es 1 their MP increases. 

In add i t i on, thQr& are modifiers to the malee 
points allocated to a person: 

Armor C 1 ass - MP Modifier 

0 no ar"'mor +2 

1 sof't l eather +1 

2 hardened 1 eather 0 

3 S?l int armor"' 0 

4 b anded armor 0 

5 c::ha i nma i l  shirt 0 

6 p l ate cu i rass -1 

7 fu 11 c:hainrnail -2 

8 superior chainmail -2 

s cha1nma11 & p l a t e  -3 

1 13  . TU l l plate -5 

Dexter it"' M P  Hod l n tel l iciance M P  Mod 
3 -3 3-4 -1 

4-5 -2 5-14 0 

6-7 -1 15-17 +1 

8-14 0 " 18 +2 

15-16 +1 l.fisdom HP Mod 

1 7  +2 3 -2 

1 8  +3 4-5 -1 
6-16 0 

17-18 +1· 

For fu 1 1  baclcpac::lc: -1,-2, or -3 at J•..1d9e's discretion 

To. Mit Determ i nat ion 

F o r  each weapon attack made, the pla�er rolls· a 
20-sided die. The Judge app l ies approp r i a te modi fiers 
to the d i e  rol l and checks i f  i t  e�uals o r  exceeds the 
number qiven in the "To Mit" table. 

The maJor modif'iers to the die r o l l will be due to 
the actions performed b� the 'attacker' and 'defender ' .  

Each melee round the character ma� perform actions 
that 'cost' melee Po i n t s  up to his HP a l loca tion . ThQ 
list o� possible actions and �h�ir associat•d m�lee 

point costs are qiven i n  the 'Melee Po i n t  Cost' tab l e .  
During one m e l e e  round, �ou ma� perform m u l t i p l e  

actions. That i s  �ou m a �  s trik e more than once. You 
ma � parr� more than once per melee round. You mix ac
t i o n s .  However, �ou ma� o n l �  perform one shield defense 
per rnelee round. 

Each off'ensive action is considered individua l l � .  
A l l def'ensive action modifiers are tota l ed and app l ied 
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a9ainst ev�r� at•ack suffered. 4n �''�nzive to-hit 

modifier adds to �o�r chaftce �o hit the tar•et for that 
one blow. Defens·�� to-�•� modifiers subtract From op

ponents chances to hit �ou . 
Melee points ma� not be accvmulated.w1th one excep

tion. The� ma� be accumulated to enable a weapon at

tack, that miqht nor�all� be impos�ible. That weapon 

attack must be the next action performed b� the charac
ter. The charact�r ma� not =tar� to accumulatQ point= 

vntil it is in the action and exchanqinq blows with an 

enem� <one can't stand 'outside' a me i ee, accvmulate 

points and Jump in with a 'best shot' i. 

- ---

-6-

--
....___ 



Helee Point Co5t Table 

Non111issila Uaapon U .. a 

Ex 

Lite Med 
2 3 

Ex 

HV':f 

5 6v1c:k 
Lite 

2 

3 

5 

7 

9 

4 5 

HV':f 
4 

7 

10 

12 

14 

B Nor111al 

6 8 12 

8 10 14 

10 12 16 

Missile Weapon Use 

MP t�pe: one two three four five 

T i111ed 

J.IQl l Alll'lad 
Best Shot 

2 5 4 5 14 Prepare 

4 S 4 �im 
1 1 2 2 Fire 

• C�ut if no A1m1 then -(0 to S> 

Shield Attack <Bash) 
1 CA> with Small shield 

To Hi1: 
Bof'us 

-3 

0 

+2 

+4 

+6 

+2 ll{ 

3 <B> Small .. hiald & bod� or 
5 (C) Med. shield & bod� or 

Mad . .. hield 
Lar.;e shield 

7 <D> Large shield & bod':I 

Daf'ense 
wi1:h Shield Defense Bonus: 

Small Med Larqe 

1 

<To Hit Subtraction) 
Small Med Larqe 

1 1 Mar9inal 

Normal 

+1 +1 +1 

3 4 6 

12 

18 

+2 +3 +4 

6 9 

9 14 

Act i ..,.. +4 

Exhaustive +6 

with Stick or Weapon 

2 MP to Parr'1 

His:callaneous: 

5 Tackle or Grapple 

0 Drop present weapon 

+1 

+6 

+9 

+8 

+12 

1 Draw new weapon f'rom belt, scabbard on belt 
4 Replace weapon into belt, scabbard 

4 Draw weapon from scabbard on back 

4 Pickup weapon from qround 
1 Drop 1:0 prone or kneelin9 posi tion 
8 Get uP from prone position 
3 Get up �rom kneelinq posi t ion 
5 •Get or replace bow from back ( over 5houlder ) 
5 •Get or replace shield from back 

2 *Drop backpack to qround ( fra9 il e thinqs break) 

7 *�et backpack on qround 
• Note: if there are more �han one of the followinq 

on back: bow, shield, backpack J then must 
pa� total cost of all to remove an':I one· i�em. 
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Example: K2or is a 8 MP fi�hter w1th no armor, 
average intelligence, wisdom and dexteri��. This gives 

him 8+2=10 melee ?Oints. Assu me he carr ies a mace 
Cmec:lium weapen) and a. small sl")iel"c:I. So h� has a large 
number of poss i b i lities: 

MQ coul d strike tw i ce with two Normal blows, each 

with no modifier <assuming no defensive action on the 
part �f his t arQet ) . 

Me could strike two quick blows (each at -3) while 
putting up a norMal shield defense (g•ving a defense 
bonus of 3 against all attacks on him that t�rn). 

Or, thinkin9 ahead, he makes one Timed hit this 

round Cat a +4), saving 2 melee points to ward a Best 
Shot next round. 

Missile at"taclc resolv"t1 on ts expl a i ned under a 

separate he ad i ng . 

The To-Mit table is used b� cross-referencing the 
attack��'s weapon versus the dQfender's armor class. 
This will 9ive a box with two 

to the right. The d i e  i s  rolled , 
and all appropriate modifiers ad
ded. If the number rolled is 
9reater than or equal to N2, the 
damage ro l l ed is divided In half, with 507. of the damage 

to FP and .50� to HtK (round to HtK). EY.ample: 6 Po ints of 

da�age, 3 wovlc:I be subtracted from the "targe"t's FP, and 3 

would be subtracted from the tar9et•s HtK. If tke number 

rolled is qrgater than or Qqual to N1 (but less than N2), 
the defender loses Fatigue Points <FP>. 

The amount of HtK or FP loss equals "the damage die 

roll: 

�ttacker's w�apon 
Ex. Lite. 

Lite 
Medium 
Mea"'�. 
Ex": Meav'I 

IHK 
1 

1 
1 

1 

or FP l os;t 
to 4 
to 6 
to 8 

to 10 
to 12 

If a character is required to lose · more Fatigue 

Points than he has remaining, "the difference is made uP 
with Hits-to-Kill (HtK). 

If thQ charactQr i s  raquirad to lose mora MtK than ha 

has remainin9, he is dead - reqardless of how man'I fa
tigue points he has left. 

Fa"ti�ve POln"t losses represent tiredness and weari

ness (as well as bruises, strains and minor cuts in non
vltal places). Hits-to-Kill represent blows tka.t can 

possibl'I kill. Hop�fu l l 'I, with these rules, human flesh 
is not total l �  indestructab l e .  For examp l e , i f  a charac
ter with no armor ts dea lt a terri ble blow wi�h an axe on 

the chest, he w i ll have a gooc:I chance of being ver� near 
death < w i l l  have lost most or a.11 of his HtK). 
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11&.I ee Weapo ns List 

R e l  Re ct 2 Req Adv. Mod. 
Weapon Damaqe Lnth Str- Hnds Dex ToHit Dam Brk/Dr-p 

----------- ------ --------- -------

Dae;,<; or Ex Lt 1 no -/5 
. 

• Thtef"s Lt 1 no 12 -2 -1 10/20 
Fot 1 Ex L-t- 5 no. 8 -1 80/-

Sword, Short Lt 3 7 no -1 5/10 
Lt.;nt Lt 5 4 no -1 15/20 

Normal Hed 5 s no -2 5.110 

, Bastard Hv" 7 8 'leS -1 15/50 

Broad Hv'I s 12 'oles 7 -2 -1 0/30 
Long Hv,,, 8 10 'oles 10 -2 -2 15/20 

• X-Hv'1 X-Hv"' 8 15 'oles 7 -3 -2 5/30 
Sc; im i tar X-HV'l 5 8 no 7 -1 15/30 

• X-Hvy Hv-i s 10 no 10 -2 -1 10/40 
�xe, Hand Lt 2 no 5/-

Batt l e  Hed 5 9 "'es -2 -1 10/20 

, 2-Hnded Hv"' 7 14 '!es 9 -3 -2 10/25 

Mac:e MQd 4 8 no -2 5/10 
Hv'.I HY'! 5 12 no -3 5/15 

Hammer Med 3 8 no -1 5/10 

I.la.- Hv'.I 5 11 '!'lO 7 -3 5/30 

, X-Hv'>f X-Hv'>f 7 14 'IQS 7 -5 10/ 15 
CJ..,b, Light Lt 2 no 25/-

Heav"' Hv'>f 4 8 no -2 20/25 
SpQar MC>d 9 8. "'",; s -2 35/40 

Short Lt 6 7 no 10 -2 25/40 

Pike Hv'l 10 10 'oles 8 -3 35/45 
MalbQrd X-Hv'>! 10 13 �es s -2 -2 20/30 
r.• .. ,a .... -t .. ,.-staff Lt 7 7 '°1�S 7 -2 1 c:: //,� 
Flail Med 7 no 14 -2 -1 15/20 
Morninq S"tar X-Hv°" 7 13 no 12 -3 10/25 
Militar'>f Piek Med 5 8 ':f�S 5 -1 S/25 
pi "tc:h Fork Med 7 5 'oles -1 25/30 
Sickle Med 3 7 no 10 -3 -2 10/50 
Chair Med 3 9 -.ies; 100/-

Bo-t"tlQ Lt 1 no 100/-
Punch Ex Lt 0 '?"10 50/-

Rel Lnth is relative len9th of' weapon 
Re ct S-tr .. . is Strength requ i r-ed to use weapon w i thout 

advQr,;Q inodi'f'ic:.r,; 
Re<t Dex .. . is Dex'terit'1 required to \JSe �eapon w i-t:ko .. .:-t 

adverse mod if'iers 
2 Hnd:s . . . .  indicates whether two hands are r-eq•Jired to 

Adv 

use weapon. 1 f' 
2 ...... St,..C>nc;ith is; 

1 '\feS, 1 botn 

10 qrC>&"tC21"" 
hands must 

than th<> R<><t 
Hod . . . Adver-se Modif'iers: 1 ists the die 

iers for both the To-Hit and Damage die 

of tnQ following are truQ: 

be used, un-
Str. 

r-o 11 mod if-
rolls if' an'\I 

a) character ha:s 1.,, .. ,. -than Re ct Str val ...... f'or his 
Strength; 

or- b) c:har-ac.-ter- has less tha.n Req Dex; 

- 14-



or c )  character has insufficient room to emplo� 

weapon proper l� .  I nsuff i c i ent room i s  defined 

ac one tha f o l l o w i n 9  cituationc: 

1 )  an�thinq ( wa l l s ,  trees, friendl� charac

ter ) in an'I two of the character ' s  s i x  

adjacent i f  the character i s  usinq a 

weapon with a re l ati ve lenqth C Re l  Lnth )  

of S or qreatar J 
or 2 )  an'lth i nq in an" adJacent hex for charac

ter with a weapon with a rel ative Jen9th 

of 8 or qreater. 

Optiona l :  The Bash 

T h i s  i s  a co�bat maneuver where a shield or bod� por

t i o n  is used to knock into an opponent, hopeful l 'I causinq 
h i m  to l ose h i s  balance, and force h i m  back . A bash i s  

attempte durin9 a aelee round b 'I  stat in9 'IOUr i ntentions 

to do so, and expend inq the proper amount of Melee 

Points. Two 6-sided d i ce are rol led < 2  to 1 2 >  and the 

result is compared to the f o l lowin9 t a b l a .  

L i  c;ih"t 

Med i um 

Heav� 

X-Heav� 

d i c e  ro l l  

to succeed 

----------
8+ 
7+ 
6+ 
5+ 

I f  
MP l ost 

-------

4 
s 
7 
s 

Successful 
force back 

----------
0 or 1 ..,a rd 

1 'll&rd 

1 or 2 'lards 
2 'lards 

I f  the dice ro l l  indicates success, the opponent 
loses the i n d i cated number of Helaa Points, and i s  moved 

back the i nd i cated number of '\lards. I f  the d i c e  roll i s  

4 or more greater than the the number i n d i ca-ted, the op

ponent is k nocked to the ground in addition to tne above 

affects . 

Monster To-H i t  

The m�n5ter to-h i t  tab l e  are used i n  the same -· 

m&nner aa the other weapons. The onl'll excapt ions are 

the tenta c l e s ,  ta i l s ,  and sucker mouth items. I n  these 

cases, the second number is for FP damaqe ( not HTK dam

a9e as norma l l 'I ) ,  and the first number is for lost 

Melee Points ( not FP as norma l l 'll ) .  Th i s  i s  to simulate 

tke effect of be i nq knocked around, grabbed, or held. 

In a l l cases, an actual str i k e  i s  onl� ach i e�ed if the 

second number or greater is r o l l e d .  So, i f  the mons"ter 

had po i son , C stinqer, fanqs,etc . )  i t  can take effect 

onl� i f  �he second number or qreater i s  rolled C HTK > .  

-15-



Optiona l :  Spec i a l  Aimed B l ows 

This optional r v l a  appears b� r-aqvest . A special 
araa on an opponent ma� ba a i med at ( p lace where a 
sma l l  scale is missinq on hvqe draqon, for examp l e ) .  
I f  the spec i a l  shot i s  declared, and a 20 i s  r o l l ed 
durtnq th� To-Hit determ ination i t  is h i t ,  and spec i a l  
dam&qc i s  determined b� the Judqe . I f  the special shot 
i s  declared, and a 20 is not rol l ed1 1 to 12 ( random ) 
i s  subtracted for the To-H i t  determ ination. 

Opt i ona I : Lcc;,enda·,...� Ar-rns 

A f i qhter who i s  prone .to exceed i n q l �  qood l uck i n  
�19ht1n9 certain t�pes o f  opponents, o r  who rea l l �  9oes 
out of h i s  wa� to d i spose of this t�pe wi l l  empart a 
spec i a l  ab i l i t� to h i s  weapon ( actua l ! � ,  i t  ls al l i n  
h i s  m i nd ) .  For each 5 0  Htk i nf l i cted on a s i n c;, l e  t�pe 
of monster b� the same weapon, the weapon w i l l  empart a 
+1 on a l l  future To-H i t  d i c e  ro l l s .  This a b i l i t �  is not 
emparted to an� user of the weapon, unless the weapon's 
h i stor� has been revea l e d  ·to that user. I f ,  upon a vse 
of the weapon versus the particular t�pe of monster, 
the vser i s  vanquished or retreats/runs, then he and 
a l l  who know &bout 1t w i l l  lose faith in the weapon . I t  
w i l l  become ordinar�. 

Melae Experience 
C see a I.so Experi ence ) 

It isn't lo9tcal that a char&cter recieve experience 
o n l �  if he k i l l s an opponent . He certa i n } �  learns and 
i mproves simp l �  b� fightinq, reqardl ess of the outcome . 
However, i n  order to s i qn i f icant l �  improve, his opponent 
mvst pvt up a meaninqfvl fi qht . One learns more Trom a 
d i T 1 c v l t  opponent than from an eas� oppponent. An i n d i 
cation oT the 'tovqhness' of a character's opponents i s  
how mvch damaqe the character rec1eves. So , the To l l ow
inq •xP•r-ience points ara awarded at the conelvsion oT 
an� combat situat i on :  

For 
me lee exp. Pts. 

«&ch HtK i n f l icted upon opponent 5 
For- each J.ltK lo:;t 20 
For each FP lost 5 

These are in add i t i on to experience poi n�s earned v i a  
'tasks' ( see Experience sect i on ) .  
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Obv iousl�, a character w l a l d i n q  a sword i n  h i s  riqht 

hand has a prett� touqh time hittinq to h i s  l eft-rear 

hax . Thi si ru 1 e w i 1 1  assume characters us• their r·i 11ht 

hand for a one handed weapon . I f  the character has left 
handed weapon use, 
Just change the d i 

agram i n  the obvious; 
manne r .  

As· shown, the 

character may o n l y  

attack i n  the d i rec

t i ons i n d i cated b� 

the arrows. H i s  

s h i e l d  defense bonus 

o n l y  counts aga i nst 

attacks from d i rec

t i ons indicated. 

If the s h i e l d  i s  

worn o n  the back i n 

stead of b e i n g  h e l d ,  
the character o b v i 

o u s ! �  gats no dafQnse 

bonus for sh i e l d  use. 

He does qet automat i c 
deffens of +1 from 

h i s  one back he-x • 

I n  add it i on , i f  
the s h i e l d  i s  on h i s  

back or i f  h e  has no 
s h i e l d  at a l l ,  he ma� 
a l s o  attack i n  the 
d i rect i o n  i n d i cated 

b� the dotted-l ina-

arrow. 

-.. �MOiii) .. � 
� : 5"1N> 0£�$£ 

A sh l e l d  beare� ma� extend h i s  shield defense to 

i n c l ude the hex w i t h  the dotted l ine s h i e l d  indicator . 

To do t h i s ,  he must expend melee p o i nts as i f  he �as 

perform ing a better s h i e l d  defense . He can have Marqi
nal s h i e l d  protection in a l l  4 haxas b� pa�inq melae 

points as i f  h e  had a l'tonital defense bonus for an Ac

t i ve expenditure, and an Active for an Exhaustive ex

pend i ture . One can get an Exhaust i v e  defense bonus for 

attacks from the 4 hexes by expend i n g  doub l e  the normal 

fat i gue p o i n t s .  

Parr � i n q  may be done to h e l p  aqainst a n  attack from 
an� hex the character could attack . However, a �arr� 

ma� be help�ul against attacks �rom one hex onl� ( per 
parr� ) ,  unl ika s h i e l d  de�ens e .  
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Optiona l :  Movement Durinq Melee 

The Speed of most characters i s 3 �ards ( hexes) per 

m a l aa round. But even t h i s  has the fo l low i ng mod i f i ers 

( and a l i t t l e  randomness > :  

Rando• D i e  
( 1 to S >  Modifier · Armor 

' -1 

2 -1/2 
3-4 0 

5 +1/2 
s +1 

lnte l l i 9anca + � i sdom + Dexterit� 

12 or l ess 

1 3  1 7  

1 8  25 
26 38 
39 44 
45 49 
50 or qre4ter 

The result i s  the character ' •  Spee d .  

C l ass Modif 1 e r  

0 · +2 
1-2 +1 
3-4 0 
s-s -1 
7-8 -2 

9-10 -3 

Modifier 
-3 
-2 
-1 

0 
+ 1  

+ 2  
+3 

Durinq a m e l e e  round, a character ma� spend part oT 
a l l  of h i s  M e l e e  Points movinq i nstead of s w i n q i n q  a 
wa&pon. The act of mov i n q  expends melee p o i n t s .  The 
amount o� Melee Points exPended e�ua l s : 

MP expanded = C NP t o t a l  )x( Hexes moved )/Sp�ed 

The character must move i nto one of h i s  three for
ward hexes un l ess he spend one m e l e e  Point each t l m e  he 

turns. ( Note that as characters qa i n  exper ience, and 
therefore melee points, this one HP cost o f  turninq be

comes porportiona l l �  less ) .  

A character ma� doub l e h i s  Speed ( and so move tw ice 
as far ) i f  the f o ! l ow i n� cond i t i ons are a l l  m e t :  

1 )  The character expends no M P  for an�thinq othe� than 
movement t h i s  melee round; 

2 >  The character makes nc tu�ns ( moves or. l �  to h i s  
three frontal hexes ) ;  

3 )  The character ONL1 moved or turned l a s t  m�!ee round 
( no weapo� s w i ngs ) .  
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Optiona l :  Sequence of Move•ent in Melee 

Genera l i � ,  there w i l l  be two host i l e  9roups o� 

characters C usua l l � one group i s  the p l a�ars and the 
other qroup the monsters ) .  Ca l l  one Group A ,  the other 

Group B .  The sequence i s  then: 

1 Me l ee Round for 

1 Me l ee Round for 

< Combat Phase >} 
. A moves {Combat Phase 

B B moves 

Combat Pkase } 
A moves { Combat Phase 

B · B n>oves 
Co111ba.t .Pha.-. 

etc. 

1 Mele• Round Tor A 

So, there are two combat phase• a�d on• 111ove•ent 
phase dur ing each pla�er'• mel ee round . During each 

combat phase a l l  blows are consi dered s i m u l taneous . 

The· tot a I expend i ture of MP 1 n one ent 1 re me 1 ee round 

·c:&nnot exceed "the pl&'Jer's al lot111en-t. The p-la�er 111a�· 
expend an" fraction 0¥ h i s  total during an" phase �f 

one melae round C he ma" spend it a l l  b'I �oyinq, or a l l  

i n  one combat Phase, or he ma" spread i t  out' > .  An'I de
fensive actions < expend i tures of MP for parr�, sh i e l d  

defense, etc > taken b �  a p l a�er during the first coftbat 
phase ALSO &PP 1.-. < he I p  h 1 m > dur 1 nq the seco11d con>bat 

phase in h i s  .... 1.. round ,  unl••:••• he moved to a .dif'-··· 
ferent hex in between those combat phases C dvrinq h i s  

movement phase ) .  

Optiona l :  �eapon Breakaqe 

Wh•never a 1 i s  r o l l e d  on a To-Hit attempt t n  

melee, "there ts a chance that the weapon used was bro

ken or dropped . Whenever a 1 i s  r o l l e d ,  consu l t  the 

He l •e w .. p•�• L i s t .  I t  has a c o l u111n label•d 'brk/drp ' ,  

which q i vQS two number�, for QXam p } Q :  10/40. The 
p l a�er ro l l s  a percent i l e d i e .  lT he rol l s  10� or 

under the weapon brok e and is unusab l e ,  i f  h e  ro l l ed 

1 1� to 40Y., he dropped the weapon to �he �round, but it 

is unbroken . 
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Whenever the Judge determ i n es The characters 
have encountered some monster or non-pl a�er/characters, 
there might be the poss i b t l it� of one or the other being 
'surprised ' .  P i cturQ t h i s as wa l k i ng around a cornQr and 
meetinq someone, or being ambushed b� someth i n 9 ,  e t c .  

T h e  percent chance o f  a group b e i n g  surpr i sed depends 

on a number of factors . f i rst , 1 f  one goup t s  aware of 
the other ' s nearness, and i s  attempting t o  ambu$h , the 

' bass' is 80 . Otherw i s e ,  the base is 4 0 .  From this 

b&sQ, subtract thQ MP and TAP ( mQ l Q �  points and t h i Q v i n g  

abi l i t� p o i n t s ) t o t a l s  o f  each awake charcter o f  the 
' unaware' group . To t h i s  resu l t ,  add an� of the f o l l ow
i n g  m o d i f i �r s  which appl�: 

in OPQn -20 
in h a l l wa � ,  passaqe +20 
in forest +5 
i n  d a � l t g h t  - 1 0  
l i ght provided 

· o n l �  b� torches + 1 0  

Ro l l  the percen t i l e  d i ce and compare w i t h  the nu�ber 
obtai ned from above. I f  the d i e ro l l  is l ess than that 
number, that group i s  surpr1SQd. 

The degree of surpr i s e  dependz on how much ' the d i e  

ro l l  was below the needed number . Hu l t i p l �
· 

the d i ffer

ence b� Z and t h i s  result is equal to the percent of 
melee poi nts � MP >  losT dur i ng �he f t rst melee round b� 
a l l of the surprised characters . Th i s  reduces the 

surprised character ' s movement and f i g h t i n g  abi l i t � .  If 

the rasu l t  i s  greater . than 1 0 0 ,  the e�cQss i s  l os� from 

the second m e l e e  rovnd's rae l ee po i nts . 

+ 
� " f 
f 1 

+ + 

+ 

+ 

+ + 
t 7  

-2� 



Optiona l :  C r i t i c a l  �its 

Ever� now and t�&11 a blow w i l l  be struck that w i l l  
be d i fferent Trom the norma l .  T h i s  i s  cal l ed a 'c�1t1-
cal h i t ' . A 'critical h i t '  is obtained whenever the 
�odified to-h i t  d i e  ro l l  is 6 9reater than the neaded 
to-h i t  numbar . Thara i s  a l s o  a chanca for a c r i t i c a l  
h i t  i f  a n  unmod i f ied 2 0  i s  rol l ed ,  and a 1 o n  another 
6-stded d i e  ts then � l s o  ro l l e d .  A 2 thro�gh 6 on the 
extra rol l means it was just a regular b l o w .  

I f  a c r i t i cal h i t  i s  obtai n�d the c r i t i c a l  hit 
chart is consulted. Subtract the number of melee 
poi nts tha dafandar a l l ocatad for dafansa ( sh 1 a l d  
use1 parr� ) 1  from the number the attacker a l l ocated for 
that one attack . T h i s  wl l l  9 i ve �ou the ' m e l e e  point 
d i fference' w h i ch is added to the percenti l e  d i e  ro l l .  
AQainst a qivan defender, �our bast shot w i l i  9 i v e  a 
better c r i t i c a l  h i t  table than a �uick shot. ( More 
s i m P l � ,  but less accuratal�. �ou ma� subtract the da
fenders total melee point a l l otment from the attackers 
total a l l otment to obta i n  the 'melee p o i n t  d i ffer
ence ' . )  Add th i z  number to a percent i l e  die ro l l ,  add 
mod i f i er�, and consult the chart . Mod i f i e r s :  -5 for 
l i 9ht weapons, -20 for extra l i qht weapons. 

D i e  Rol l 
1 - 1 0  

1 1 -20 
21-50 
51-60 
61-80 
81-9� 
9 1 +  

Spec i a l » :  

Damaqe Mul t i p l i er 
1 X  

2X 
2X 
zx 
3X 
3X 

Spec i a l  
A 
B 

c 

c 
D 

A: possi b l e  weapon break or drop: see Optiona l :  
Weapon Breaka9e r v l e  and r o l l for brk/drp chance . 

B :  Sharp weapon cau9ht for Q to 3 melae rounds; 
B l unt waapon mi9ht brk/drp a� i n  A 

C: Opponent must staqqer back 1 �ard, and ma� . spend 
no more than 50/. OT m e l e e  poi nts next round. 

D: Consu l t  l arqe Spec i a l - C r i t i c a l - H i t  tables below 
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01-04 

05-09 

1 0 - 1 4  

15-20 

21-30 
31-33 
34-36 

37-40 

41-43 
44 
45 

.46-48 
49-50 

5 1  

52 
53-54 

55 

56 

57-59 

60-61 

62-70 

71-73 

74 
75 

76-77 
78-79 

80 

81 -83 
84-85 
�S-88 

. 89 

90-92 
93-94 

95-98 

�p�c i a l - C r i t i c a l - H i t  

B l ade T�pe Weapons 

F l at of b l ad e ,  l i qht bash 
Deep thrust , doub l e  damage 
WQapon arm cut, b l eQd-1 HTK/MR 

Stomach/chest s l ash, get 50A MP bonus ,  1x damage 

Tri p-no MP for opponent, prone Tor 1 MR/4 AC 
Doub l Q  damaqa 
Weapon break at h i l t ,  no' u�e, doub l e  damaqe 

�Qapon break i n  ha l f ,  usQ at -4, tr i p l e damaqQ 

Weapon stuck Tor- 0-2 MR, doub l e  damaqe 
Weapon l i mb break + 1 x damaqe 

Weapon l i mb break p l us cut to bod�, doub l e  damage 
Doub l e  damage, opponents weapon breaks 

Flat oT b l ade i n  Tace, double FP damage, 

bli nded 1-6 melee rovnds . 

Neck h i t ,  tr i p l e  damage, blood blinds attacker 

for 0-2 MR 
Neck h i t ,  c lean , cut off 

Deep thrust, pa�t h i l t ,  3x dama9e,now Tace to 

face, stuck 1-3 MR 

Upper- cu�, a,.m cut and co,.r-eSPon'd inq ·-ear , 
Upper cut, leg and arm, 3x damage and b l eed, 

-1 HTK per HR 

Daep thrust thru heart, iT another opponent i n  
l i ne, ro l l  1 i n  6 to d o  same 

Arm slash, muscles cut, 1 x  damage , d e fender- m a �  
use bone as l i ght c l u b  
T r i p l e  damage 
Flat of b l ade to n e c k ,  spinal h i t ,  paral�zed for 
( 1 9 m i nus Const itution ) weeks, 1x damaqe 
Upper cut thru Jaw, nose ,  and a�as, 4x damaqa 
C l eft in twain down thru m i d d l e, i f  mounted 
break horse ' s sp i ne 

Leg .cut, triple damage 
4x damage 

Cleft in t w a i n ,  take attacker-s str-enqth/8 = 

number of others to do same to, �f ar-ound 

Br-eak parr� , weapon ,or s h i e l d  thrv ,double damage 
"Sx da .. ac;a 
Double damage and l i mb braak 

Flat o f  b l ade to qr-o i n ,  free attack at +4 aga i nst 

the back of the neck , double damage 

T r 1 P l. e  damage 

F l a t  of b l a d e , i x  damage p l us ful l bash,defender 
drops weapon 
Parr� l i mb cut, 3x damage, i f  sh i e l d , l i mb broke 
with two t i mes damage 

99 Deep thrust, through, Sx damage, defender gets 
automa t i c  c r i t i c a l  agains� attacker 

0 0  Upper thrust through abdomen, heart, neck and 

top OT head , weapon stuck 1-3 melee rounds 
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0 1 -03 

04-08 
09-10 

1 1  

12-14 
1 5-20 

21 

22-23 
24-25 

26-27 

28-29 
30-38 
39-40 

4 1 -42 

43 
44-45 

46 

47-57 
58-59 

60-65 
66-70 

7 1  
72-73 

74-78 
79 

80 
81-82 

83 
84-88 

89-90 

91-314 
95 
96 

97-98 

Spec i a l - C r i t i c a l - H i t  
B l un-t 1-!eapons 

Arm shatter, double damage 
Stomach bash, double damage( FP > ,  atkr. gets +4 MP 
Non weapon l i Mb smash 1 i f s h i e l d , cracked , 1 x  damage 
Uppercut to face, Jawbone pushed through top of 
head, 4x dama.;ie 
l-leapon break , double damage 
T r i p l e  damac;,e 
Shoulder smash, pectoral gtrdle smashed, no upper 
l i mb vse, double damage 
DeTendcrs weapon break s , 1 �  damage 
DeTenders l i mb breaks and smash to bod�,3x damage 
on l "  twicQ dama.c;ie if' sh i Q} dQd 
Chest h i t ,  heart smash, 4x damage , i f armor c l ass 
+8, 3x damage w i t h  h o l e  i n  armor 
Leg smash , 2x damac;ie, l i mb brokQn 
Double damage and bash 
F u l l  bod" h i t to lung, 3x damage, if s h i e l ded 
t w i c e  the damage 
Fu l l  bod� h i t 1 i f  w/sh i e l d 1 ro l l  1 to 6 = number 
OT other opponents bowled ove,r 
Neck h i t, para l�sis for( 1 9-Const)weeks,3x da•aqe 
1-!Qad h i t ;  4x damagQ, i f  sour.., i ve, b,..a i n  damacaet 
Upper cut, abdomen . and chest, internal .., i scera· 
fo,..ced out of mout h ,  3x damage 
Tr i p l e damage 
Low�r back h i t ,  pa,.. a l �zed from w a i s t  do�n, 
2x damaqe 
Double damage and fu l l  bash 
4x damage 
l-le�d h i t ,  head smashed i n t o  chest cav i t� 
Face h i t ,  3x ' damaq e , p e r m .  b l i ndness i n  one e�e, 
other et"Q 1-6 NR, nose qone, teeth •ma•hed one •ide 
T r i p l e  damaqe · 

Vppe� cvt, weapon elbow, forces defenders upper 
a�rn i nto neck, 4x damage 
Neck h i t ,  head 1rvbbed' oTf 1 weapon b,..eaks 
S i d e  smash, go into bod�i< Stranqth/4 d i e� damaqe� 
depth of cut=Stretnc;ith i nche• ) 
Sx damage 
R i b  �aqe chest h i t 1  r i bs broken12x damaqe, no 
exerc t s e · o,.. heav� breath1nq �or < 1 9-Const ) da�s 
Face h i t ,  Jaw s i deswipe 1 lowar jaw gone 
1x damage and .b leed 1 HTK per HR 
l-leapon beak, double damage 
Doub l e  damage and l i mb break 
Mea�t smash , blood spurts , b l i nds attacker 1-3 MR 
Head h i t ,  3x damaqe, if helmet 2x damage and 
OQ&� for 1 - G  hour• 

S9 S p ; r.e a�d side h i � , muscul ature torn, bod� folds 
in ha l f ,  Sx damage 

00 Head h i t  do�n,thru chest , abdomen and l�q�1 bod� 
i n  h a l f ,  head on f l o o r  



01-04 
05-07 
08-12 

13-15 
16-20 

Spec i a l-Critical-Hit 
M i s s i l e  Weapons 

Do�b l e  damaqe 
1x damaqa, arrow head lodqed, -2 HTK per da� 
Tr i p l e  da�age and thru to next · def'ender ( 1  i n  6 i s  
e r  i t  i c a  1 too ) 
Thru s h i e l d ,  doub l e  damage 
Chest h i t ,  double damaqe and bash 

21 Weapon l i mb muscl e/bone s p l i t ,  1 x  damaqe, l i mb 
unusab l e  

22 

23-24 
25-30 
31-32 

33 
34-35 

36-38 
39-49 

50 

51-52 
53-63 
64-70 
71-79 
80-84 

85 
86-87 

88-91 
92-93 

94-96 
97-98 

99 
00 

Abdomen h i t ,  lower, b l adder popped, 3x damaqe p l u s  
death v t a  poison i n  1 t o  3 da�s , C must save ) · 

Mouth _h i t 1  thru back of neck, 4x damaqe 

Doub l e  damaqe 
Neck h i t ,  thru spine, paral�2ed, 3x damage 
Heart h i t ,  death 
Head h i t , w i th he l m  1x damaqe , w i thout he l m , sku l l  
P i e c e  gone, brain exposed; 3x damage 
Leq h i t ,  knee shattered, broken, 1 x  dama9e 
Tr i p l e  damage p l u s  bash 
Wrist P i nned to abdomen� doub l e  dama9e, defender 
loses 507. of' MP 
Neck h i t , Juqular, 1 x  damage per 2 NR unt i l  death 
T r i p l e  damac;e 
Doub l e  damaqe 
Jr i p l e  damaqe p l u s  bash 
1x daMage P l u s  1 0 , thru �o others equal to 
attackers strength/41 each 1x dama9e p l u s  1 0  
S i d e  head h i t ,  thru one ear and out othe r ,  death 
Chest h i t, lune;, 3x damaqe p l us b l eed, -1HTK per 

m e l e e  round ( i nterna l )  
E�e h i t  throuqh to brain 
E�e h i t ,  deflect throuqh ear of same side, double 
damaqe1 b l inded 1 - 1 0  NR, p l u s  bash 
4x dama9e 
4x damage plus bash 
Thru nose, thru brain and back of head 
Heart h i t ,  1 or 2 of' 6 qoes �hru to other 
opponents heart,repeat unt i l  4-6, 1x damage 
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M i ss i l e  Weapons To-Hit 

The throwinq OT weapon� , or shootinq OT miss i les 

re�vires the expenditure of melee Po i nts as an� other 
weapon use. This cost l s  outl i ned in Melee Point Cost 
Tab l e .  The weapon i s  given a MP t�pe l isting on the 
N i ss i l a  Weapon chart . This qives the correct column to 
use on the HelQe Point Cost Tab l e .  

A HP t�pQ 3 or 4 weapon ( bows other than crossbow ) 
. ma� not move durinq the :sa111e 1Relea that i t  i·S a t111ed- o� 
T i red C i t ma� be loaded or prep.ared beTore movin<;i. 
Otherw i s e ,  missile weapons ma� be T i red at an� point 
du�ing the melee round, even dvrinq a mov ement phase. 
I f  an opponent i s moving, the missi l e  ma� be fired at 
an� hex Passed throu9h, as he passes through i t .  

The M i ss i l e  Weapon Table i s  consulted b� cross
lndexinq the defender's armor c l ass w t th the attacker ' s  
weapon and range . The result i s  a s i n g l e  nvmber. I T  

this nvmber or h i qher i s  ro l l ed on a 20-sided d i e  
( after modif iers ) the m i ss i l e  h i t .  An� damaQe that i s  
done I s  applied ha l f  against HtK. and ha l f  agai nst FP . 

On the To-Hit tab l e ,  'Re� Dex' l i sts the dexterit� 
requirad b� the character i n  order to emplo� the weapon 
ful l � .  The 'Adv Hod' g i ves the adverse modiTie� app l ied 
to the character ' s  To-M l t  d { e  �ol l i f  he doesn ' t  have 
the required dexte r i t� . 

M i ss i l e  w�apons used b� spec i a l  monsters ar� l i sted 
Tor conven ience. The damaqe dona b� these is dependant 
s o l e l �  on the monster ' s  spec i a l  character istics C ac i d
spitt1nq, � i re-brea t n i n g , e t c .  ) .  

Missi l e  To-M i t  Mod i T i ers 

These are modif i ers to the To-Mi� number when usinq 
. an� missil e  weapon . The number given i s  added to the 

To-Hit d i e  r o l l s . 
Target w i th Hv� S h i e l d  -3 

Med Sh i e l d  -2 
Lt S h i e l d  -1 

T&rqet i s  Sm& l l  - 1  
Larqe +2 
Massive +4 

View OT tarqet is part i a l } �  obscured -2 
Tarqet i� part . protected C treQs,etc . )  -5 

-2 



H
P

 
R

eq
 

A
d

v
 

M
o

d
 

't
�

p
·

 
De

x 
T

o
-

H
i

t
 

-
-

-
-

-
-

-

3
 

8
 

-
2

 

3 
9 

-
2

 

4
 

1
0

 
-

3
 

I 
5

 
5

 
-

1
 

I\)
 

{])
 

I 

2
 

6
 

-
2

 

6
 

-
2

 

6
 

-
2

 

M
is

s
il

e
 W

ea
po

"•
 T

ab
le

 

W
E

A
P

O
N

 
R

a
n

q
e

 
A

 
r

 
m

 
o

 
r

 
c 

1 
a 

·s
 

s
 

( 
�

a
.r

d
s

 >
 

1
0

 
9

 
8

 
7 

6
 

5
 

4 
3

 
2

 
1

 
0

 

-
-

-
-

-
-

-
-

-
-

-
-

-
S

h
o

r
t

 
B

o
w

· 

1
 

-
3

 

4
 

-
1

5
 

1
6

-
5

0
 

1
 7

 
1 7

 
1

8
 

�
 8

 
1

8
 

1
8

 
1

8
· 

1
 7

 1
 7

 
1

 7
 

1
 7

 

2
0

 
1

9
 

1
8

 
1

 7
 

1
6

 
1

6
 

1
6

 
1 s

 
1

 s
 1

4
 

1
3

 

2
0

 
2

0
 

1
9

 
1

9
 

1
8

 
1

7
 

1
6

 
1

6
 

1
6

 
1

5
 

1
5

 

5
1

-
1

0
0

 
2

3
 2

2
 

2
2

 
2

2
 

2
1

 
2

1
 

2
1

 
2

t
 

2
1

 
2

1
 

2
1

 

C
o

in
p

o
s

i
't

a
 

B
o

w
 

1
 

-
2

 
1

7
1

7
1

7
1

7
 

1
8

 
1

8
 

1
8

 
1

8
 

1
8

 
1

8
 

1
7

 

4
 

-
2

5
 

1
6

 
1

5
 

1
5

 
1

5
 

1
4

 
1

4
 

1
4

·
1

4
 

1
4

 
1

3
 

1
3

 

2
6

-
1

0
0

 
1

5
 

1
5

 
1

5
 

1
 5

 
1

5
 

1
5

 
1

5
 

t
 4

 
1

 4
 

1
4

 
1

4
 

1
0

1
-

2
0

0
 

2
3

 
2

3
 

2
2

 
2

2
 

2
2

 
2

1
 

2
1

 
2

1
 

2
1

 
2

1
 

2
1

 

L
o

n
9

 
B

o
w

 1
 

-
2

 
2

4
 

2
4

 
2

4
 

2
4

 
2

4
 

2
3

 
2

3
 

2
3

 
2

3
 

2
3

 
2

3
 

3
 

-
3

0
 

1
9

 
1

9
 

1
9

 
1

9
 

1
8

 
1

8
 

1
8

 
1

8
 

1
8

 
1

8
 

1
8

 

3
1

 -
1

 5
0

 
1

 7
 

1
 7

 
1

 7
 

1
 6

 
1

 s 
t

 s 
1

 s
 t

 s
 

1
 s

 
1

 s
 1

 s
 

1
5

1
-

2
5

0
 

2
3

 
2

3
 

2
3

 
2

2
 

2
2

 
2

1
 

2
1

 
2

0
 

2
0

 
2

0
 "2

0
 

C
r-

o
•

•
 

B
o

w
 

1
 

-
5

 
1

8
 

1
8

 
1

9
 

1
9

 
1

9
 

1
9

 
1

9
 

1
9

 
1

9
 

1
9

 
1

9
 

6
 

-
1

5
 

1
8

 
1

8
 

1
8

 
1

8
 

1
8

 
1

8
 

1
8

 
1

8
 

1
8

 
1

8
 

1
8

 

1
6

-
5

0
 

2
0

 
2

�
 

2
0

 
2

0
 

2
0

 
2

0
 

2
0

 
2

0
 

2
0

 
2

0
 

2
0

 

5
1

-
1

5
0

 
2

1
 

2
1

 
2

1
 

2
1

 
2

1
 

2
1

 
2

1
 

2
1

 
2

1
 

2
1

 
2

1
 

.Ja
ye

 1 
l n

 

1
 

-
5

 
1

8
1

8
1

8
1

7
 

1
7

1
7

1
S

1
6

 
1

5
 

1
 s

 
1

5
 

6
 

-
1

5
 

1
9

 
1

9
 

1
8

 
1

8
 

1
8

 
1

8
 

1
8

 
1

7
 

1
7

 
1

7
 

1
7

 

1
6

-
8

0
 

2
3

 
2

3
 

2
3

 
2

3
 

2
2

 
2

2
 

2
2

 
2

2
 

2
2

 
2

2
 

2
2

 

S
p

e:
l!l

r
 

1
 

-
2 

1
8

 
1

8
 

1
8

 
1

8
 

1
7

1
7

1
7

1
7

 
1

7
 

1
7

 
1

7
 

3
 

-
6

 
2

1
 

2
1

 
2

1
 

2
0

 
2

0
 

2
0

 
2

0
 

1
9

 
1

9
 

1
9

 
1

9
 

S
h

o
r-

t
 

Sp
aa

r 
1

 
-

2
 

1
7

1
7

1
7

1
7

 
1

7
 

1
6

 
1

6
 

1
6

 
1

6
 

1
6

 
1 s

 
3

 
-

9
 

2
0

 
2

0
 

2
0

 
2

0
 

2
0

 
2

0
 

1
9

 
1

9
 

1
9

 
1

9
 

1
9

 

1
0

-
21)

 
22

 2
2

 
2

1
 

2
1

 
2

1
 

21
 2

0
 

2
0

 
2

0
 

2
0

 
1

9
 

Da
11a

qe
 

d
i•

 

1
 

t
o

 
4

 

1
 

"t
o

 
4

 

·1
 

t
o

 
2

 

1
 

t
o

 
2

 

t 
t

o
 

4
 

1
 

t
o

 
6

 

1
 

t
o

 
4

 

1
 

t
o

 
2

 

1
 

t
o

 
8

 

1
 

t
o

 
8

 

1
 

t
o

 
6

 

1
 

t
o

 
4

 

1
 

t
o

 
1

2
 

1
 

t
o

 
1

2
 

1
 

t
o

 
1

0
 

1
 

t
o

 
1

0
 

1
 

't
o

 
8

 

1
 

t
o

 
6

 

1
 

t
o

 
4

 

1
 

t
o

 
8

 

1
 

t
o

 
6

 

1 
t

o
 

6
 

1
 

t
o

 
4

 

1
 

t
o

 
2 



MP
 

R
e

q
 

A
d

v
 

M
o

d
 

W
E

A
P

O
N

 
R

a
n

q
e

 
A

 
r

 
m

 
o

 
r

 
c 

I 
a

 
�

 
s

 
D

a
m

a
q

e
 

't
'4

F>
e

 
D

e
x

 
T

o
-

H
t

t
 

( 
\l

&
r

d
s

 )
 

1
0

 
9

 
8'

 
7 

G
 

s 
4

 
3

 
2

 
1 

0
 

d
i

e
 

-
-

-
-

-
-

-
-

-
-

-
-

-
-

--
-

--
-

-
-

-
-

--
-

-
-

-
--

-
-

5
 

1
2

 
-

s
 

S
I

 I 
n

c;i
 

14
 l 

tk
 R

o
c

k
 

1 
-

4
 

2
0

 
2

0
 

2
0

 
2

0
 

2
0

 
2

0
 

2
0

 
1

9
 

1
9

 
1

9
 

1
9

 
1 

t
o

 
4

 
s

 
�

2
0

 
2

0
 

2
0

 
1

9
 

1
9

 
1�

 1
9

 1
9

 
19

 1
9 

1
9

 
1

9
 

1 
t

o
 

G
 

2
1-

10
0

 2
4

 
2

4
 

2
4

 
2

4
 

2
3

 
2

3
 

2
3

 2
3

 
2

3
 

2
3

 
2

3
 

1 
t

o
 

2
 

5
 

1
2

 
-

s
 

S
l

t
n

q
 

w
i

t
h

 
L

e
a

d
 

P
e

l
l

e
t

 

l 
-

4
 

1
9

 
1

9
 

19
 

1
9

 
1

9
 

1
9

 
1

8
 

1
8

 
18

 
1

8
 

1
8

 
' 

t
o

 
8

 

5
 

-
4

0
 

1
8

 
1

8
 

1
8

 
1

8
 

1
8

 
1

7
 

1
7

 
1

7
 

1
7

 
1

7
 

l
G

 
1 

t
o

 
1

0
 

4
1-

18
0

 2
2

 
2

2
 

2
2

 
2

2
 

2
2

 
2

1 
2

1
 

2
1

 
2

1
 

2
1

 
2

1 
1 

t
o

 
6

 
1

1
 

-
3

 
K

n
i

f
e

 
( D

aq
qe

r 
) 

1 
-

2
 

2
1 

2
1. 

2
1 

2
1 

2
1

 
2

0
 

2
0

 2
0

 2
0

 2
0

 2
0

 
1 

t
o

 
4

 
3

 
-

6
 

2
3

 
2

3
 

2
3

 
2

3
 

2
1

 
2

2
 

2
2

 2
2

 2
2

 2
2

 2
1 

1 
t

o
 

2
 

I 
2

 
8

 
-t

 
T

r
i

d
e

n
t

. 
I\)

 
1 

2
0

 
2

0
 

2
0

 
2

0
 

2
0

 
1

9
 

1
9

 
1

9
 

1
9

 
1

8
 

1
8

 
1 

t
o

 
8

. 
"1

 
2

 
-

4
 

2
2

 
2

2
 

2
2

 
2

2
 

2
2

 
2

0
 

2
0

 
2

0
 

2
0

 
1

9
 

1
8

 
1 

t
o

 
8

 
I 

5
 

1
4

 
-

7
 

B
o

l
a

 

1 
-

3
 

2
4

 
2

4
 

2
4

 
2

4
 

2
4

 
2

4
 

2
4

 2
4

 
2

4
 

2
4

 
2

4
 

1 
t

o
 

8
 

4
 

-
2

0
 

1 
s 

1 
s 

1 
s 

1 s
 1

 s
 1

 s
· 

1 s
 1

 s
 t

 s 
1

9
 

ts
 

t 
't

o
 

8 
2

1-
4

0
 

2
1 

2
1 

2
1 

2
0

 
2

0
 

2
0

 
2

0
 

2
0

 
2

0
 

2
0

 
2

0
 

1 
t

o
 

6
 

t
 

1
0

 
-1

 
T

h
r

o
w

t
n

q
 

Me
le

e 
W

e
ap

o
n

s
 

'c 
L

T
)

 
1 

-
4

 
2

1 
2

1
 

2
1 

2
1 

2
1

 
2

1 
2

0
 2

0
 

1
9

 
1

9
 

1
9

 
1 

t
o

 
2

 

<
M

E
D

>
 

1 
-

3
 . 

2
2

 
2

2
 

2
1

 
2

1 
2

1
 

�
l 

2
0

 2
0

 
2

0
 

2
0

 
2

0
 

1 
t

o
 

6
 

( 
H

V
Y

 >
 

1 
-

2
 

2
4

 
2

4
 

2
3

 
2

3
 

2
3

 
2

3
 

2
3

 
2

3
 

2
3

 
2

3
 

2
3

 
1 

t
o

 
8

 
4 

Mo
ns

te
r 

Sp
it

 
1 

-
2

 
2

0
 

2
0

 
1

9
 

19
 

1
9

 
1$

 
1

8
 

1
7

 
1

7
 

1
7

 
1

6
 

va
r 

3 
-

5
 

2
2

 
2

2
 2

2
 

2
2

 
2

2
 

2�
 

2
1 

2
0

 
2

0
 

2
0

 
2

0
 

va
r 

4
 

M
o

n
is

.t
e

r
 

B
r

e
a

 t
h

 

1 
-

3
 

1
7

 
1

7
 

1
7

 
1

7
 

1
7

 
1

7
 

1
G

 
1

G
 

t
G

 
t

G
 

1
5

 
va

r 
M

o
n

s.
t

a
r

 
F

l
a

t
u

s
 

1 
-

2
 

1
0

 1
0

 
10

 
10

 
10

 
1

0
 1

0
 1

0
 1

0
 

10
 

10
 

d
e

&
't

h
 



�h i l e the experience ga i ned in melee combat depends 
m a t n l �  on the toughness OT one ' s oppor.ent, t h i s  is cer
t&i n l � not the case w i t h  m i s s i l e  weapons. M i s s i l e  weapon 
&b i l it� depends to a large extent, on one ' s own accurac� . 
And �our accura� is affected ver� l i t t l e  b� �our 
opponen t ' s  meanness. In fact,_ 1 would sa� i t  is harder 
to h i t  a bunn� w i t h  an arrow than to h i t  a giant with an 
arrow ( i T �ou i gnore the Tact that I wou l d  be too scared 
to ho l d the bow ) .  

Hence, 

Note that 

we are i n c l u d i n g  th i s  optional r u l e  sect i o n .  

i t  t s  poss i b l e to p l a �  without i n c l u d i n g  th i s 

M i s s t  l e  experience p o i nts are earned wnenev
.
er a tar-

get i s  h i t  w i t h  a m i ss i l e  weapon: 
A character earns 20 poi nts Tor each ' h i t '  on a target 

whl l •  in combat. 

A character e arns 1 po i nt for each ' h i t '  on a target 

at greater than short range, i n  practice. 
A cnaracter �arns no points for a � i t  at snort range 

or less i n  pract ice . 

The benefits gai ned from m i ss i l e  weapons •xperience 
include: 

1 )  a sma l l  chance at an increase in i nherent strength 
or dexter i t '>! ;  or 

2) a poss i b i l ity oT melce point i ncrease ( character 
getting quicker ) ;  or 

3 )  a poss i b i l i t� of increased accurac� . Increased ac
curac� g i ves a bonus for a l l  future m i ss i l e  weapon 
use of +1 d i e  mo d i f i e r on to-h i t  d i e  rol l s .  

-
_...-
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Erruprrattnu 
Recuperat ion: Recover� of' HtK, FP and Const i tution 

The recover'f of lost Hi ts-to-K i l l  and Fati que 
Points is a process that 111a i n l v  depends upon t i me .  A 
p l a'fer ma'f not recover more poi nts than h i s  normal to
ta l . 

A >  HtK Recover'f 
Each da'f a character recovers 

H i ts-to-K i l i .  These are 9ained 

•o•• of h i s  lost 
at the crack of' dawn 

for characters whose 9ood/ev i l  points are on the 9ood 
s i d e  ( see C l er i cs-Good/Ev i l  Po ints ) . These points are 
qai ned at sunset for ' ev i l '-tendtnq characters . The 
amount re�o�ered is expressed as a percentaqe of the 
charactel"'s nor111a I tot a 1 • This pe

.
l"'cent&qe is aqua 1 to 

twi c� �our constitution as a b&�• , w i t h  the 0 f o l l ow in9 

mod i f i el"'s for act ivit'f! 

Act t v i-t� 
Complete rest· in bed da'f & n i qht 
Sleep n i 9hts c·s hour- 111 i n i111u111 > :  

Travel bv dav i� - ��9�n 
Travel b� da'f on horse 

Trave l �'f da'f on foot 
Occa� ional wai k i nq 
L i qht Hork 

�i9htin9� Runnin9 
l:feav" work 

' Beinq tortured, f l oqqed 
No sleep 

Nod 1f'1 er 
+ 1 5  

+ 1 0  

-5 

-s 

0 

-10 

-:-20 
-25 

-35 

-15 

The. number- o f'  HtK recovered in a dav equals the 

total from above C 2  t imes const it�tion + modifier ) , 
d i v i ded b'f 100, m u l t t p l t e d  b� the character ' $  norma l 
HtK tota l .  An'f fractions are rounded up. Examp l e :  
K%o�, who has a const itution o �  1 5 ,  lost 4 o �  h i s  8 
total HtK in a f i � h t .  H� runs unt i l  saf'al� awa� . �. 

'then sleeps unt i l dawn. So he qets 
[ ( 2x15-20}/100 lx8=0 . 8  which i s  rounded up t� 1 HtK 
�ecovered b� the next morntnq. This da� he 05P8Ttt:is
trave l  inq b'f foot, and s l eeps at ni<;Jht. So the next 
dawn he 9ets [ ( 2x 1 5-5}/1G� lx8=2 HtK back, and so now 
he has 7 of h i s  nor-mal 8 .  I f  he does the same for 
another da'f he w o u l d  be back to f u l l  s�l"'enqth at 8 HtK 

-29-



< He c a n ' t  exceed h i s  normal tota l ) .  Note that i t  i s  
posts i b 1 e to have a neqat i ve percenta<;1e, an.d there-fore 
l osa H-tK. So a ckl!lrac-ter w 1-th wounds m 1 ght ev,;,·ntua 1 1  'J 
d i •  i f"  h• is workad hard or � l oqqed , e t c .  

B >  Fati quQ Po i nt Recover.., 

T h i s  i s  s i m i lar to HtK recover, but much quicker. 
A character ma'J attempt to qain back lost FP an'J t i m e  

that h e  has rested a t  l east 1 m e l e e  roun d .  The def"in-
1t1on of"· rest i s  that tke character must do nothin9 at 
a l l :  mu�t remain motion l e�s C ma'J be �tandin9 u p ,  s i t 

t i n q ,  or l ' J i n 9  down ) .  An'J t i m e  the character has 
rested he m&'J ro l l  a 6-stded d i e  and consult the fa

t ique Recover'J Tab l e .  The res� l t i s  a percentaqe. 

This percentaqe is the percentaqe of" -the character ' s 

normal total FP ( not lost FP > that h• w i l l  recover . A 
character ma'J not recover more F� than he kas l o s t .  

Fatique Point Recover� Tab l e  

Con�titution 

?-4 5-7 8-12 1 3 - 1 6  

1 mr 

2 1 mr 

5 2 1 ...... 
1 min 5 2 mr 
2 1 m i n  5 2 
4 2 1 m i n  5 

8 4 2 1 llli n  
1/4 hr 8 4 2 
1/2 1/4 hr 8 4 

1 1 / 2  1/4 hr 8 

2 1 1/2 1/4 hr 
4 2 1 1/2 
8 4 2 1 

8 4 2 

8 4 

8 

17+ 1 

1 mr 

2 5:< 

5 : 107. 
1 m i n :  207. 

2 :307. 

4 :407. 

8 :507. 
1/4 hr: 507. 
1.12 :50x 

57. 
10X 

207. 
307. 

407. 

507. 

507. 

Ro l l  

3 4 

5� 

57. 1 07. 
107. 207. 

207. 307. 

307. 407. 
407. 507. 
507. 507. 

507. 607. 
607. 707. 

s 6 

57. 

s� 107. 
107. 207. 

207. 307. 

30)(, 40% 
407. 507. 
507. 507. 
50:.< 607. 
607. 707. 

707. 757. 
757. 757. 

607. < --75:.<---> 10�7. 
< ---75!'.--- > < -1 0 0 !< - >  

1 : < ---757.--- > < ---1007.--- > 

2 : < -757.- ) < -----1eo;::-----> 

4 :757. < -------1 007.------- >  

Not• that i t  app�ars advantaqeous to rest short 
period� o� ti�e · and qai n back FP at a TastQr rate . 
Porportiona l l � ,  one does <;1et FP recovered 'faster for 
short ttmes rested . However, there 1s a d i sadvantaq�: 

Ever� time a Fatique Point recover" ls attempted 
( Qv•r� t i m e  tka Fat19UQ Po int Recover.., Table i s  used ) 
b� a character, h i s  Const itution d�crea�EtS temporar i l �  

b� one. This l owered value of" Const itution i s  used 

'for an� purpose the normal Const itution value w o u l d  be 
used for , unt i l  the Constitution 1 s  restored < see C C )  

Const itution Recover� ) .  

I t  i z  conce i v a b l e  that a character ma� tr� to q a i n  

:.back some Fatique Poi nts durinq a m ,;, l e e .  S i nce the 
character must rest to do so, i t  wou l d be �af"es1: for 

�im to s l i p  awa� to somewhere 'safe' in order to rest . 
However, a characte� ma'J tr'J to rest ( " catch h i z  
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breath • )  an"'where and an"'t i m e .  He s i m p l �  must rema i n  

mot i o n l ess for howQver l onq h e  desires, and lose one 

constitution point, and refer to the Fatique point 

Recover� T a b l e .  · I i  h a  i s  attacked o r  swunq-at, h i s  

rest i s  termi nated C he w i l l  obviousl"' dodqe ) ,  but he 

ma"' expend no MP for that melee round . 

C >  Const i tut i on Recover"' 

� character's norma l Const i t u t i on value i s  re

stored when a l l  of the f o l l o w i n q  cond i t i ons are true: 

1 )  I t  i s  dawn ( for ' good' characters ) or sunset 

( for ' ev i l '  t-,,pes ) 

2 )  The character ' s  HtK i s  up to i t s  fu l l  normal 

v a l u e .  

3 )  T h e  character ' s FP is u p  to i t s  fu l l  

v.:il ue . 

normal 

When these cond i t i ons a l l  ho l d , the characte r ' s  

i t s  f u  11 n.orma. l Const i t u t i o n  value 

v a l u e .  

i s  restored to 

Recover� Examp l e :  Kzor 

Cons = t 4 .  Af'ter a battle 

i s  nor.mall� F.P=20, HtK.= 1 0 ,  

h e  has FP=13,HtK=6, Cons= 1 4 .  
Assume that he rests 4 hours and then tries to recover 

fatique: he ro l l s  a 2 and qets 75� fatique back , 

75�x20=15 recovered, but he o n l �  needed to recover 7 ,  so 

he is back to h i s  fu l l  amount of 20 . H i s  Const i t ut i on 

drops a point because of h i s  FP recover� �ttempt . So now 

he is FP=20, HtK=S, Cons=1 3 .  Assume it i s  now n i q h t ,  and 

he s l eeps past dawn. The previous da-,, he fouqht ( that i s  

how he qot wounded ) so he qets a -20 modifier �or his HtK 

recoyer�. Therefore, h i s HtK recover� percentage 

=Zx13-20=6Y. and so he gets 6Y. of 1 0  = 0 . 6  rovnded vp to 1 

HtK returne d .  Therefore, at dawn he i s FP=20, HtK=7, 
Con»=1 3 . NotQ that h 1 »  normal tota l s  mvst be kQpt track 

of so that the� are not exceeded with recover� . 
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Hea l inq 

It is poss i b l Q  to qa i n  e=peri encQ as 
who h e l ps cure wounds . 

A character's Hea l i nq Number < HN )  i s  

h i s  success chance. H i s  H e a l t n q  Points 
i n d i c a t i on of how much of an effect 

a Healer: one 

an i n d i cation of 
< HP > va 1 ue 1 s an 

a 5ucce5J5 ( or 
fa i l ure ) w i l l  have on a patient's rec?ver�. 

An'f character ma� obtain an i n i t i a l  H e a l i n g  Number . 
jugt r�l l  a 6 s 1 dQd d i e  and add 1 5 .  Subtract one for each 
po i nt �our intel l i gence is above 1 7  ( i f it i s ) .  The 

resu l t  i s  �our Hea l ing Number ( HN ) .  
A l l  characters ( who des i r e > have an i n i t i a l  Hea l i n 9  

P o i n t  < HP >  v a l u e  of 1 ,  u n l ess �our charisma i s  above 1 0 .  
Add 1 for each point that �our charisma i s  above 1 0 .  

�hen an attempt to cure an i njured character i s  made, 
the f o l l o w i n g  occurs . The "Healer" expends 5 fatigue 

po i nts and ro l ls the 20-sided d i e .  The f o l l o w i n g  mod i f
i «rs app l 'f :. 

HealQr expQnds 5 extra Fatigue P o i nts 
Healer has l ess than 50/. normal FP 

30/. FP 
10Y. FP 

The poss i b l Q  results are: 

+1 
-1 
-3 
-5 

a >  Dia ro l l  is equal to or greater than . the H N .  I n  t h i s  
case, the h e a l e r ' s  HP is added t o  the patient ' s  per
centa9e of HtK recover� for the next da�. Examp l e :  
H e a l e r ' s  HP=t0, patient has constitution=S, and rested 

comp l e t e ! �  i n  b e d .  So h i s  HtK rec��er� wou l d  be 
2x5+15=25/. w i thout the h e a l e r ' s  h e l p  aTid 25Y.+1 0=35� 
with he l p . 

b )  D i e  ro l l  i s  less than the HN , but not be l ow 5 less 

than the HN . I n  th i s  case, nothing spec i a l  happens . 
c )  Die r o l l · i s  between 5 less than the HN and 1 0  l ess 

than the HN. In this ca�e, thQ hQaler lose� a Const i 
tytion Point, but does nothing adverse to the �atient . 

d )  D l e  r o l l i s  1 0  or more below the H N .  T h i s  i s  a bad 
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m i stake b� the h e a l e r .  The healer's HP are subtracted 

from the patient's HtK recover� percentaqe for the 

next da..., . 

Notes 

1 )  I f  the patient�s recover� percentaqe is neqatt ve , he 

w i l l  l ose HtK and could eventua l ! ..., d i e .  

2 ) The ree·over'1 percentaqe i s  e a  1 c u 1  ated each da..., ( i t  

depends m a i n ! ..., o n  what the character does ) .  

3 )  The recover..., percenta9e i s  a percentage of the normal 

total HtK C not HtK lost, nor present HtK ) .  

4 )  A healer ma� o n l ..., attempt the same person once per 
da..., . C He ma..., attempt as man..., d�ff'erent people as he 
w ishes and i s  a b l e ) .  

5 )  Each attempt takes e i ther 1/4, 1 / 2 ,  1 ,  2 ,  3 ,  or 4 
hours- determined random! ..., . 

6 )  A d i e  ro l l  of 1 i s  a l wa�s a bad m i stake < as desc r i bed 

i n  < d ) above ) • 

H e a l i n g  Experience 

A character 9a i n s  50 Heal 1 nCJ Exper 1 enc.e Po 1 nti; f'or 

ea.ch successful hea 1 i nq at-temp"t. 
Each t i me an experience rank i s  passed, -the percen

t i l e  d i c e  are ro l l ed and the bonus i s  obtained. HP means 
the character gains one more hea l ing P o i n -t .  HN means one 

i s subtracted from the hea l e r ' s  HN . 

A charac-ter's HN ma'1 never 90 below 5 .  



.Characters can ·accumu late experi ence 1n thieving, 

and .� get bette� at act i v i t ies such as Lock-P i c k i n g ,  
�ocket-P i ck i ng ,  Trap-s p r i n g i n g ,  Snea k i n g  & H i d i n g ,  etc. 
The amount of T h i e v i n9-ExperiQnCQ p o i nts earned i s  e�ual 
to the d i f i c u lt �  of the thieving attempt, and the� are 
earned o n l �  if the attempt i s  successfu l .  

Whenever a character attempts a thieving-t�pe action, 
tha following procedure is u sed .  
The character ' s  Thieving A b i l it� points ( TAP ) are 
compared aQai nst the Tarqet's T h i e v inq-diff i c u l t �  
< TT d ) ,  and a ratio i s  formed ( di v i de characte r ' s  
thieving abi l i t� ( TAP ) points b� the target's TTd > .  
The tar9et's th1ev1nq-d 1 � 1 cu l t'f < TTd ) t s  dete r m i ned 
b,,,: 

a )  I f  the target is inan i mate, it i s  assigned 
an inherent di f i cu l t � rat i ng . 
For example, i f  a character i s  attempt i ng to p i ck 
a lock, the lock should have a previousl� 

assi 9ned d i f i c u l t� rat i n g .  

b )  I f  the target i s  anothQr character, use h i s  Thiavin9 
Abi l i t� Poi nts < TAP ) ,  or ' a modifier 
thereof. 
Optional - Modifiers: 

x ( 1 /4 ) i f  target character i s  no1' a lert 
x ( 1 to 2 )  i f  tarqet cha,..act,u-· i s  on guard dut� 

x· ( ·1 to 6 )  if ta,... qet cha,...acte,... has taken s;pe c i a l  
pr ecaut ions 

The l"'ati� Just obtained i s  taken to the Thieving Suc
cess Tab l e .  A 20-s i ded d i e  i s  ro l l ed and cqmpa,...ede to 
the table . I f  the die roll i s  equa l to or qreater than 
the �uccess number, then the attempt i s  successfu l .  I f  
the d i e  ro l l  i s  less than the l i sted success number, the 
attempt Ta i l e d .  I n  add i t i o n ,  i T  the d i Q  t"O l l  i s  lQss 
than or equal to the El"'rot" number, then a bad m i stake has 
been made . The �fects .. of this mi.stak.e are axc l a 1 .........a 
later ( or can be referee-determined ) .  
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ThievinQ R�t i o 
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1 ) Locks 

Thievinq Su�c::ess Table 

Svcces• Number Error Nu111bet" 

20 

1 9  

1 8  
1 7  

1 6  

1 5  

1 4  
1 3  
1 2  

1 1  

1 0  

9 

8 
7 

6 

5 
4 
3 

2 

Spec; i f  i c:: Explanations 
of T h i e v i nq Tarqets 

15 

1 4  

1 3  
1 2  

1 1  

10 
9 

8 
7 

6 

5 

4 

3 

2 

2 
1 
1 

1 
1 

Locks sko ld be assi qned a tar9e,t r-at i n q .  Ext,.,e;_
rae- .· 

l'f s i m p l e  locks are ass i gned about 1 or l ess ( even 
fr-act i o n s ) .  Avera<;C2 locks: are i n  tke 1 to 1.0 ranqe' • . < 

D i f' i c u l t  l ocks are 10 or h i qher. I f'  the success"c 
number or h i gher is ro l l ed, the l ock w i l l  open. I� �h�' 
error number or less l s  rol l ed ,  the lock i s  messed up 
( .jammed, stuck, etc ) :  For a l l  successive attempts tke 
target d i  f i c•.J 1 't'f is mu 1 t i p 1  i ed b'f ( 1 to 10 >- t o  · obtai n 
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its nQw rat i n g . EffQct i v e l � ,  the lock is that man� 

t i m e s  harder to p i ck . However, for experience pur

poses, 1t 1s st i l l  o n l �  worth �he o r i g i na l  v a l u e .  

2 >  Traps 
Traps i n c l u d e  t h i n g s  l i k e  h i dd en p i t s ,  spear 

traps, bear traps, e t c .  The target d i f i cu l t� ra t i ng 

is ma i n l � an i nd i cat i on of d i f  i c u l t �  to see or detect 

the t r a p .  You c o u l d  have a ver� d e a d l �  trap i f  

sprung, but i t  m i ght be obvious and so have a th i ev i ng 

target rating C TT d )  of 1 .  Or, the trap m i ght do ver� 
l i t t l e  harm if sprung ,  but be ver� we l l  h i dden ( have a 
TTd i n  the 1 0 s ) .  When a ch aracter comes upon a trap 
and h i s  a c t i o n s  are such �hat the trap m i ght be sorunq 
or he m i g h t  see i t ,  the success t a b l e  i s  consulted . 
ThQ character ' s  t h i e v i n g  experience p o i nts are d i v i ded 
b� the trap ' z t h i e v i ng target rating ( TTd ) .  T h i �  ra

t i o  i s  referr�d to the success table and 

r o l led . If th e  d i e  i s  greater than or 
su ccess number, then the trap has been 

a v o i d e d  b� that character . I f  the d i e  

than the success number, the trap was no� 

the d i e  

e �ua l to 
spotted 
ro l l  i s  
�potted 

i s  

the 
and 

less 

bu t 
i t  was not sprung e i ther. I f  the d i e  ro l l  is €qua l to 
or less t han the· Error number the trap has been sprung 

( poor fe l l a ) .  The re i s  no exper ience points awarded 
for a v o i d i n g  traps . Note: 1 )  the judge determines the 

t�pe of trap and therefore the effects wh�n sprun� J 2 >  
the TTd of +.he +.rap i s  i ndependan+. of wh�t +.he +.rap 

doe• when spru n g .  

3 )  Locks w i t h  Traps C Boob�-trapped Locks ) 
T h i s  is a com b i nat i on lock & t r a p .  The �nd 

lock ma� be of d i fferent d i f i cu l t i e s .  For exam p l e ,  

there c o u l d  be a ver� s i m p l e  lock C TTd = 9 . 5 )  w i th a 
we l l -h i dde n  trap C TTd = 5� ) ;  or an� sort of comb i n a 

t i o n .  I n  t h i •  ca•e two separate ratios a r e  deter

m i n e d :  one for the l o c k ,  and one for the trap� �hen 

the attempt i s made, the same d i e  ro l l  is used +.o 
determi ne both o�tcom�s ( trap and lock ) .  The outcomes 
for each are the same as described above . Note +.hat 

i t  i s  poss i b l e  to have a w i de ra�ge of outcome s .  
Ranging from total success ( trap avo i d e d ,  l o c k  p i c k e d ) 
through part i a l  success ( l ock � i ck e d ,  but +.rap sprung ) 

to troub l e  ( l ock Jammed , trap sprun� ) .  The p l a�er 
o n l �  gets experience for the l o c k .  

4 )  Pocket P i ck i ng & Purse Cutt i n g  

�hen attempt i n g  such a n  action aga�nst a lone tar

get character, the t h i e v i n g  target d i f i c u l t �  C TTd i 

rat i ng i s  the target character ' s  T h i e v i n g  Ab i l it� 

Points C TAP > .  The p l a �er sho u l d  a l wa�s spec i f �  w hat 
pocket/area he i s  q o i n q  to tr� to f i l c h .  Therefore , 

if there was n o t h i ng i n  that pocket, he w i l l  get noth

ing even if he makes h i s  success number. I f  he makes 

an error i n  the attempt ( ro l l s h i s  Error number or 

less ), the target real izes what i s  hap?en i ng . I f  the 

t h i e f  gets a d i e  ro l l  i n  between the error number and 

th e  success number, i t  means he was unab l e to get into 
that pocket/area but the target was not a l erted . T�e 

-36-



Judge should be subJect 1 ve and &PP l �  adverse mod:f1ers. 

for excep t i ona l l 'J d i f i c u l t 1  repeated, or comp l i cated 

attQpts. If there i s  a crowd, the d i e  ro l l  is com

pared against a l l  characters who ·cou l d  observe the ac

tion . I n  most instances, a characte r  seeing such an 

attempt w i l l  cr'\j out a warning. 

5 )  Sneak i ng & H i d i ng 

T h i s  case i s  quite s i m i l ar to the l a s-t one in man'J 

ways. The 'thief'' must stat.e c;l �r·l'I l<lhaT he .w t .Fl:.� 

do i \'lg lie how he w i l l  be do1 nq 1 1: .  The Judge wt l 'l fo·r111· 

a rat i o  for an'J poss i b l e  person who might see and care 

( the Judqe s�ou l d  a l so incl ude m o d i f i ers for how 
good/bad a � I a n  i� i s ) .  A successfu l d i e  ro l l  i�dt� 

·�tes that the other cl· .. a
·
ra.cte:r d i d  no.t see the 

' t h i ef ' .  An error number ( or less than ) indi cates 

that the ' "t" l-\ i. e f '  was" .. ;:een· . H '  :the d i e :. rol l if i . 'in 
b•tween, •i t  i n d i cates that The character became a lert
ed C heard feet shuff l i nq, t w i g  snapp i ng or someth inq ) ,  

the ' t h i e f '  " f r o ze " ,  but was not seen. If a group of 

characters are i n  a position w i th a chance to see the 
'"t'h1Qf ' ,  then one s i n g l e  d 1 Q  ro l l  t s  emp l o'Jed to com
p6�• w i th each t h i e v i n g  rat i o  that i s  determ ined. 

G )  Secret Doors, Passages, etc. 
No experience poi nts are earned for spottinq 

these . These qenera l l '\j have extrem e ! �  high TTd's; t n  

the ranqe o f  5 0  and much hiqher. WhQn the Judge 

de"t'erm1nes th4t 4 character mtqht d 1 9cover one , the 
JYdqe determ i n e s  the r a t i o  and ro l l s  one d i e .  I �  the 

�uccess number or qreatar is ro l l ed , the cha�acter 
d i scovers the secret door ( or whataver ) . I f  the error 
number or l ess i s  ro l l ed,the character becomes c:on
v i nced that there i s n ' t  any. Jf the p l a�er i n s i sts on 
cont i n u i n g  to look, he ma'J� but h i s  d i •  ro l l s  �or that 

are mean i n q l e s s ,  · as h i s character i s  o n l �  hal�

hecrted l � lookinq for i t .  The judqe can pretend to 

pa� attent ion to it, bu t w i l l  answer no success re
qardless of the rol l .  No"t'e that "t'he Judqe doesn't 
ever te l l  th� p l a'\jers that he i s  check in� to see i f 
the� d i scover one, un l ess the p } a'Jers sa� the� are ac

t i vE l '\j search ing a particular p l ace for one. 
Examp l e  1 :  Te l is wal k i n� down a corr idor . The 

Judge sees that he w i l l  w a l k  �� a secret door , and 

secret ! �  the Judge forms the ratio and r o l l s  the 

20-sided d i e .  ( To he l p  keep the p l a�ers unaware , the 

Judqe shou l d  have a l i st of the i r thieving . abi l it� 

points C TAP ) hand� ) . I f  he ro l l s  less than the suc

cess number, the Judqe never even mentions i t .  I f  he 

ro l l s greater than or equal to thQ success numbQr, he 

w i l l inform Te: l .  
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Example 2 :  Te l  and Kzor sa� that the� are search

i n g  a wa l l  Tor a secret d�or. The� ea�h ro l l  the d i e .  

I T  there i s  no door1 the Judge te l l s them that the� 

d o n ' t  sea o n Q .  Assume there i s  a door w i th TTd = 4 .  

Assume T e l  has 1 1  T h i e v i n g  Ab i l i t� Points < TAP ) ,  and 

Kzor has 1 .  The Judge secret l �  determines the rat i o .  

T e l ' s  t h i e v i n g  ratio i s  1 1 /4 . Th i s  i s  greater than 2 :  

but less than 3 ,  w h i c h  puts h i m  on the 2 row on the 
Thievinq success tab l e .  Kzor's r a t i o  i s  1/4, wh i ch 
puts h i m  on the 0 . 2  row on the T h i e v i n g  Success Tab l e .  

Assume Kzor r o l l s  an 8 ( l ess than the error
' 

number ) ,  

and Tel ro l l s a 1 0  ( 1 n  between success and error ) .  

The Judge tel l s  them the� d o n ' t  see o n e .  The� sa� 

the� w i l l  look again Tor another 5 m i nutes. Kzor 

ro l l s an 1 8 .  The Judge te l l s  h i m  he doesn't see an� 
( th i s  i »  becau»e hQ ro l l � d  an 'error' beTore and so 
a l l  f'uture attempts w i l l  be negat i v e  ( but the Judge 

doesn ' t  te l l  h i m  that ) ) ,  Assume Tel then ro l l s a 1 5 .  

The Judge describes to Te l . what he sees . I T  i t  has a 
1 oclc, we 11 then on Tor the lock attempt . . . ( see ( 1 ) 

Lock s ) 

7'>. s;,ec i a 1 'ca;$es 
Note that man�· oT the rules i n c l u d e d  in the above 

� t i o n  a,..e s;omewhat genera l .  These Spec i T i c  Explana

'-Fi ons: ar'2 an attemp-t ta· make it eas� f'o,... a Jud.;e 

quickl� ha�d l e an unprepared s i iuati o n .  A l l  h e  has to 

do is have the various locks �nd t,..aps ass � gn ed a TTd 

< and an exp l anat i on OT what happens i T a trap i s  
sprung ) .  

But, i t  is; certa i n ! �  a l l ow a b l e  ( dQsirab l e )  Tor thQ 

character to have to do some spec i f i c  act for a 

speci f i c  l o c k  to open ( l i k e  sa� " open�sesame· ) . Or 

have a trap spru·ng on l �  iT a character w a l k s  onto a 
spec i f i c  spot on th'2 f l oo r .  Or an� other sort of 
th i ng . The TTd ' s and t h i evinq expari •nc• points are 

provided as some s�stem to resort to for norma l 

event�. The characters should at a l l  times r e l �  on 
thelr imaq1nation to get them throvgh d i Ti c u l t  s i tua
t i ons ( the� should not Just automat i c a l l �  resort to a 
die-,..ol l ) . 

Th i ev i ng Exper i ence Po i nts 

T h i e v i n g  experience is earned Tor l o c k - p i c k i n q ,  

pocket-p ick i n q ,  purse-snatch i n q ;  sneak i n q  & h i d i ng , 

and an� o�her speci a l  actions deemed of v a l u e  b� the 

Judge. Exper ience points are not �arned · for trap

a v o i d i n g ,  nor f'or f i n d i � g  s ecret doors . 
The amount of t h i e v t n g  experience points earned i s  

equal t o  the TTd �T the target . For examp l e :  I f  Te l 

Picks a lock w i t h  TTd=1 5 ,  w h i l e  a v o i d i n g  a trap of 

TTd=S, he w i l l  have earned 15 t h i e v i n g  experi ence 

p o i nts to &dd t� h i s  tota l .  
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ilagtr 

What would a fantas� world b e  w i thout ma9tc? 

BASIC OVERVIEW 

A character attempts to ' cast' a s;pe l l  b�: 

1 > declartnq it, and i t s  charactertsttcs: 
a >  when it w i l l  be cast C how lonq he 

w i l l  be concentrati n q )  

b >  a't' what/whcire. i t  w i l l  bcz c:ast 

c ) _ what its strenqth w i l l  be ( how much 

Effecti veness C Ef )  it i s  assi9ned) 
2 j  attempt to ro l l  the success number C SN >  

or better on a 20 sided d i e . 
3 )  i f'  successf' u l , then czf'f'czct i s  deter

m i ned . Savinq throws for an� tar9et 

characters are made . 
4 >  the spe l l  caster expends Fatique points 

f'or hi,. et't'or-ts. 

It tg potent i a l l � poss i b l e  f'or an� character to cast 
spe l l5 .  However, to cast a spe l l ,  the chara�ter . must 
have learned it ( qame-w l se > .  There are several me'thods 

to learn spe l ls : 

1 ) i n i t i a l  knowled�cz or tauqht in a 

' w i zard ' s  schoo l '  ( l i m i ted to l earning 

how to Read M a q t c ,  plu� 2 or 3 spe l l s )  
2 >  readinq from scro l l s  

3 )  readinq f'rom histor� books 

� )  bczinq told b� somaane else 

5 )  d i scoverinq durinq an i ntrus ion 
another Person's m i n d  

in�o 

S >  deve l op i nq it due to experience 
( ca l l ed ' experience en l i 9htenment ' ) 

Whenever a spe l l  is 9ained, the character adds it to 

h i s l i st o• known �Po l l s .  Each spo i l  on th i s l ist has 

two as�ociated parameters: an SN ( Success Number ) ;  and an 

EN < Eff'acti veness Number ) .  These are explainad i n  the 

fo 1 1  ow i nq sections bvt a •ew remarks w i 11 be m.ade now: 

1 >E�c h charaoter has a SN and EN •or each o• h i s  spe l l s J  
2 >These are semi-permanent: not � u i t e  permanent· i n  that 

i� i s  possible to chanqo thoso; but somi -pormanent i n  

th&t these are re�erred to more than once f'or their 

respect ive uses. 
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Success Number < SN >  

I n  order for a character to cast a spe l l , he mus't 

ro l l  the re�u i red SN or h i qher, on a 20-sided d i e .  For 
this ro l l  there are temporar\I modifi ers to improve or de
tract from the probab i l it\I of a successful cast . These 
are 9iven in the t a b l e  be l o w .  .The mod i f i ers are 
addedC subtracted ) to the d i e  r o l l  to make \IOUr SN . 
Therefore, a pos i � i ve mod i f i er to the d i e  i mprdves �our 
chances, and a negative modifier decreases �our chances. 

H o d i f i e l"' s  for- Success Ro l l 
Ca:soter has l ess than 50X OT base fat i que - 1  
Cas-ter has l ess than 30� of base fatigue -3 

Caster has less than 10:< of base fatigue -5 

Caster unable to use hands for Ph':lsical spe l l s - 1 0  
For ti .... :spent concentratiric;i: 

1 me lee round +2 V4 hour +9 2 da\IS + 1 S  

2 me lee rounds +3 1/2 hour- + 1 0  4 da':ls + 1 7  

5 me lee round!?' +4 1 hour +11 1 week + 1 8  

1 min < 1 0 rnds)+S 2 hours +1 2 2 weeks + 1 9  

2 m i nutes +s 4 hours + 1 3  1 month +20 
4 m i  nut as; +7 8 hours; + 1 4  ll 

8 m inutes +8 1 da" +15 

ll add it i ona l  +1 -for each month thereafter 

�hen a cast attempt i s  declared, the t i m e  that w i l l  
be spent concentratin9 must a l s o  be declared. The caster 

· must then s;pend that amount of t i m e  w i thout movinq or 
ta l k in g .  i f  h e  does move o r  t a l k  ( game-w i :s e ) durin� t h i s  
t i me ,  1 0 �  t9 80� of h i �  m o d i f i e r  bonus w i l l  b e  lost -for 
each d i sturbance . < D i stracting enem� casters in the 
m i dst of a s;pe 1 l  attQmpt s;hou l d  be an o-ften usoed tactic 
to decrease their chance of successful casts . )  Obvious l \1 1  
for long concentrat ion t i m e s ,  the caster sho u l d  be i n  a 
secure p l a c e .  

A t  the end O T  concentration the caster mu:st e i ther 
cast thQ spe l l  i m m e d i a t e ! �  or not 9�t the modifier when 

it i s  cast . I T  not cast, the t i m e  spent i s  lost ( however 
it ma� count towards UFD for that spel l ,  see Practice ) .  
NOTE: I t  i s  not poss i b l e  to concentrate repe t i t i v e l \I  for 
one cast C e . 9 . �ou ma� not concentrate 1 m i nute and then 
ano�her m i nute, �tc . to rack up mod i f iers . )  If �ou con

centrate -for 1 m i nute, and then d�cide to concent�ate 
a9ain, the o r i 9 i n a l  m o d i f iers are lost, �ou start over. 
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Optiona l :  Extra T i me to Cast 

At the end oT concentration the caster has a l iMited 
pQr i o d  OT t i ma i n  which to actua l l '.f  cast the spe l l .  Let 

the t i me he �pent concentrati ng be c a l l e d  the "base 
t i me • . Then, iT he casts the SP�l l an�t i me Trom immadi
ate l �  to 1 / 8  base t i me AFTER he T i n t•hes concentrat ing, 
there i s  no adverse e-f'Teet ( he �ets the Tu l l  concentra

� i o n  SN mod i T i er ) .  From 1/8 to 1/4 additional base time, 
h e  qets onl� 1/2 of the eoneentration SN mod i f i e r .  Dur
; ng thi s  time the caster �a� do an'.fthing �xcept cast 
another spe l l  or concentrate on a_n'.f spe l l .  I f  he does, 
an� m o d i f iers gained from the o r i g i n a l  concentrat i.on are 

· l o s t .  Examp l e :  S n i d  the w i zard concentrates for 8 hours 
w i t h  no d i stract i on .  After the 8 hours, Snid has up to 

· one additional hour to actua l l '.f  ca-st the spell and s:t'i l l  
get the + 1 4  on the d i e  rol l .  After the Sth hour Snid 
w i l l  o n ! �  get +7 . ATter the 1 1 th hour he w i l l  get no 
mod i-f i er . 

I n  1 t i  a l  SN 

When a spe l l  is l earned the p l a'.fer records the spe l l  
and its i n i t i a l  SN �nd EN . The i n i t ia l �N assigned 
depends on s�veral Tactors: how the spe l l  was obta i n e d ,  

the spe l l  d i TT i cult� < SD ) ,  the charac�Qr's intQ l l iqQncQ , 
and thQ charac�er ' s  ps�ch i c  ab i l i t � .  

A )  i f  the spe l l  i s  learned v i a  scro l l ,  book, 
or as " i n i t i a l  knowl edge • :  

SN : < I nt . Nod . )  + < SD )xC Ps�. Mod . >  

B >  i f  } Qarned v i a  " experiencQ Qn } i qhtenment " :  
SN = 5 + < SD )xC P s '-' .  Nod . ) 

. 
C )  if' l earned -from another character: 

SN = C I n t .  Hod. ) + C SD )x( P::s-,i . Hod. ) + 

< h i s  SN > 
in �ke above: 

SD = spe l l  dift"icul-t�, 
chart 

l t s-ted in -the spe l l  

( ! n t .  Hod. >=15-( i nte l l i gence)-( 1 to 6 d i e )  
( h i s  SN >=the SN oT tha other character -for that 
s:pe I I 
( Ps� . Mod . >=Ps�ch i c  Hod i T ier 

< see Ps�chic Ab 1 1 1 t -,i )  
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Optiona l :  Ps�ch i e  Ab i l it� 
( i f not us:�d, ( Ps: � .  Mod . ): 1 ) 

A l �houqh ever�one could potent i a l l ':I be able 
spe l l s ,  such an act i on i s  q u i t e  d i ff i cu l t .  

ever se�n a spe l l  cast? ) .  Actua l l � there are 
maqi c-usQrs around . 

The jud9e r o l l s  a 20-sidQd d i e  for aaeh 
The fo l l owing mod i f i ers are made to th i s r o l l .  

l n"te 1 1  i genc'ia 
3-6 
7-8 

9-10 

1' 1 - 1 2  
. 13-1 4  

1 5  
1S 
17 
1 8  

Mod i f i er 
+4 

+2 

0 
- 1  
-2 
-3 
- 4  
- 5  
-s 

Mental Resi stance 
3 
4 
5 

6-7 
8 
s 

1 0  

1 1 - 1 2  
1 3  
1 4  
1 5  
16 
17 
18 

to cast 
( Have ':IOU 
ver':I few 

character . 

Mod i f i er 
- 1 0  

-8 
-s 
-4 
-3 

-2 

- 1  
0 

+1 
+2 

+3 

+4 

+5 

+s 
The Judqa compares the mod i f i ed num�er r o l l ed 

f o l l o w i n q  t a b l e  to determine the character5 permanent 
Ps�chic Mod i f i ers for the two t�pes of spe l l s .  ( I t i s  
e a s i e r  t o  cast mental spe l l s than ph�sicai spe l l s . ) 

to the 

1 or l etss: 
2 
3 

4-5 
6-7 

8-10 
1 1 - 1 4  
15-20 

Ps':lch i c  Mod i f i er ( Ps':f , Mod . ) 
for Hen�al far Ph�sical 

Spe l i s  Spe l l s 
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1 . 0 1 . 0  
1 . 0 2 . 0  
1 . 0 3 . 0  
2 . 0  5 . 0  
3 . 0  1 0 . 0  

4 . 0  1 5 . 0  
5 . 0  20 . 0  

1 0 . 0 30 . 0  



Improving < Decreas i n g )  SN 

There are two wa�s to improve �our Suc�ess Humber 

( SN )  for &n� 9 i ven spe l l :  

A )  Each t i m e  another rank of magi c-user ' s experience 

i s  achi eved and the experi ence ro l l  i n d i cates an 
SN i mprovement, the character ma� improve h i s  SN 

as fol lows: The character ma� l ower h i s  SN b� a 
total number equal to h i s  inte l l igence. ( i . e . ,  

\ f  h i s  i n te l l i gence i s  1 3 ,  nQ ma� l owQr a total 

of 1 3 . ) He ma� decrease 1 ·or more SN from h i s  

choice of spe l l s unt i l  h i s  i mprovements have to
talGd h is inte l l i gence. TherQ arG on l� Z rulGs: 

1 )  There i s  a M i n i mum SN g i ven i n  the s p e l l  

l i s t .  A spe l l  S N  ma� n o t  be l ess than th i s  
m i n imum .. 

2 >  At an� one t i m e ,  a single spe l l 's SN ma� 
not be decreased b� more t han 5 0 % .  

Examp l e :  S n i d  knows the fo l l ow i n g :  Smoke a t  
SN= 1 7 ,  Lev i tate a t  SN=t0, F l �  a t  SN=20 . Sni d 
just increased· h i s  expQr i ence point total past a 

rank and when he made h i s  experience ro l l  he 

rcl ! e d  up an SN-improvement. H i s  i n te l l igence i s  

6 ( how d i d  he ever become a w i zard? > ,  so h i s  to

tal i mprovement can be S .  He has man� options: 
hQ c o u l d  i mprove F l �  the fu l l  S ( to SN= 1 4 ) .  Or 
he co� l d  i m pro�e Smoke to SN=1 1 .  Or he could i m 

prove F 1 'I b �  2 and Lev 1 't:d"t'e. b. 'I  4 .  Or several 

other poss i b i l i t i es .  Note that he could o n l 'I i m 

prove Lavi �a't:c b� 5 C to SN:5 ) due t o  ru l a Z 
abov.., . 

B J  SN ma� a l s o  be i mProvQd b� Pract (ce. ( sQe .Prac

t i c e ) 

Optiona l :  Practice 

This r u l e  ;s an attemp't: to a l l ow magic-users to prac

t i c e  'to improve their spe l l cas't: ing abi l i't'I . However, 
during p l a�testing i t  was observed that such practice 

uses up the judge's and p l a�ers' t i me w i thout an'* action 
t4ki�g p l ac. .  So, it is assumed that a l l  magic-user's 
:nherenti� practice ever� ava i l a b l e  i nstant C da�s when 

nothin9 i s  happen i ng ,  n i ghts just before qoin9 to s • ••P• 
etc . ) and 't h i s  pract ic• n•ed nGvar b• declared. 

Each �agi c.-user keeps a rvnn i ng total o f  Unfati gued 
0&�$ t UFD > .  An Unfat i g2d Da� i s  def i ned ac a fu l l  da� 
( sunsat to sunset ) during which no fati gue Poi nts are ex� 
pended b� the magic-user. A da'I during which o n l �  1 to 5 

fat i gue points are expended counts as 1 / 2
. 

UFD. Expen d i 

tvre of � to 1 0  fat i gue points during a da� . counts as 1/5 
UFD. Expend iture of 11 to 15 fatigue points counts as 
1 / H o  UFD . 

�henever a magi c-user has accumu lated 3 or more UFD 

he ma� . attempt to improve the SN of an� one spe l l . 

After t h i s  attempt i s  made, the magi c-user loses fa-
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Spe l l  Effecti veness 

Effecti vene�s C Ef )  i s  a ratinq of how I n  most spe l l• 

it determines such t h i nqs a» vol um�, mass, area, dura

't l on, etc. 
Recorded on each maq1c-user's spe l l  l i st are two 

numbers for each spe l l :  Success Number < SN )  and Effec

t i veness Number < EN > .  The EN i s  the maximum effective

ness C Ef )  at whi�h the spe l l  ma� be cast . Whenever a 

m&qi c-user casts a SPe l l  he ma� cast it at an� Ef less 
�han or equal to h is EN for that spe l l .  The more Ef that 

i� put i nto a spe l l cast, the more powerful that cast i s .  
�owever, the more powerful tne spe l l  i s ,  the more fa

t i quQd the caster becomes . The tab l e  l i sts the cast i n  

fatique p o i nts versus Ef . The caster must 'pa�' a ful l 

fati que point for an� extra Ef spent over the fatique 
p o i n t  whole number amount. Examp l e :  Snid i s  a 400 point 
maqi c-user and so loses 1 fatique p o i n� per 5 Ef . If he 

�asts a SPQ l l  w i th 1 1  Ef he loses 3 fatique p o i n t s .  

These fatiqu� p o i n t  losses a r e  l i k e  an� other fatique 
P.Oint l osses: the� are temporar�; if �ou lose more than 

�ovr base Tat i 9ue .  'IOU lose h i t s  to k i l l  Tor the excessJ 
the':I can be 9ained back w i t h  rest ( as descr i bed in HTK,FP 

recover� •ecTion J .  

Effec"ti veness Table 

Hac;iic u�er's Maxi mum EN Fati9ue Poi nts 
Exper i ence Po i nts 

0 - 1 0 0  1 0  1 ever" .2 Ef' 
1 01-300 15 1 ever'lit 
3·�! -S00 20 1 ever'! 

601 - 1 200 30 1 ever'! 
1201 -2400 40 1 QV&r"':f 
2401 -6000 50 1 ever-. 

600 1 - 1 2 , 0�0 60 1 ever� 
12,q.01-20,000 70 1 ever� 

20,0<11-30,000 80 1 ever'! 

3 0 , 0 0 1 - 4 0 , 000 1 0 0  1 ever':! 
40,001-50,000 1 10 1 QVQ,..." 

50,001-70,000 130 1 ever'! 

70,�01 - 1 0 0 . 000 1 5 0  1 ever'! 

1 0 0 , 000 + un l 1 mi tedll! 1 ever� 

�but, ¥or "the sake OT the form u l a s ,  

Ma::.:imurn EN=150. 
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5 Ef' 

S. Ef' 
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6 Ef 

6 Ef 

7 Ef' 
7 Ef 

8 Ef' 
8 E-f' 
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s Ef 

1 0  Ef' 



I n i t i a l  EN 

A )  IT spe l l  i s  learned from scrol l ,  book, or 

e n l i qhtenrnen t ' :  

'experi ence 

EN=Maximvm EN/2 

1 )  other character q i ves i t  voluntar i l y :  
EN=<Haximum E N > < Other's M o d .  )/4 

2 >  other character g i ve s  i t  involunta r i l �  ( m ind i n 

tr•..1s i o n  ) :  

EN=(Maximym E N ) ( 0ther 1 s  Mod . )/3 

where ( Ot h e r ' s  Mod. >=Other's EN/His Maximum EN 

l ncreasinq EN 

A )  Mhenever a maqic-user Rank i s  attained, and the Proper 

ro l e is mada on the Exper i ence Tab ! e ,  the EN of a l l  
spe l l s known i ncreases by 5 .  

B )  Each t i m e  a spe l l  i s  used w i t h  an Ef equa l  to the E N :  

EN o f  �hat sp� l l  i ncreases b y  1 .  

Remembe r : l )there i s  an upper l i m i t  to EN 

Z >  �aster pays fu l l  fat19ue p o i n t  for any 

""''°'en cast . 

Spe l l  Tw>es 

'fract i o n s '  

A n y  �pe l l  that i s  cast w i l  fal l i n t o  one of the 
fo l l ow i nq cate�or i es b e l o w ;  

I )  Genera l -type spe l l s  ( ph y s i c a l  or menta l 
I I )  I nformat i o n-Commun i c a t i o n  Spe l l  ( mental 

I I I >  M l ss i  l e  Spe l l s  ( phys i ca l ) 

J V )  Bocl ! l y  a l teration of s e l f  or others ( ph y s i c a l  

V )  Menta l Attack Spe l l s ( me nta l )  

V I ) Spe l l s that affect how others perceive ( mental ) 

V I I )  Spe l l s that affect how caster perce i ve s  ( menta l 

Once t he SN has been ro l l ed ( cast i s  successTul ) ,  
the effect i $  determ�ned as f o l l ows ( see i n d i v i d u a l  

spel l s  for amP l i f i ca t i o n ) .  

T�pe I )  Most general spel ls fa l l  into t h i s  categor y .  

Type I I )  The caster qains i n format io� . The amount 

depends on ET . Or, caster i s  a b l e  to commun i 
cate. The c l earness , d i stance , and durat i o n  

depends o n  E f .  
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T\!Pe I l l  The m i ss i l e  emanates from hand, end of finqer, 
or staff. The accurac\I and power of the m i s s i l e  
depend"' on Ef . 

T�pe J V )  There I s  a poss i b i l it� that the tarqet ' s  bod\! 
w : l l  w i th£tand thQ attempt due to i t ' s i nherent 
resi stance . The tarqet p l a\ler w i l l  tr\! what i s  
popu lar!\! c a l l e d  a 'savin9 throw' t o  prevent 
being a l tered . T h i s  i s  made even i f  he w i shes 
to have the a l t e r a t i o n .  If more than one char

acter i s  the tarqet, the caster ma\! d i v i de up 
h i s  Ef and appl\I i t  toward tha tarqats i �  an\! 

manner he w i shesi. Hore. Ef app 1 i ed toward a tar

q�t character w i l l  decrease �he poss i b i l tt� of 
& successfu l 'savinq throw' b\I that character . 

T\!Pe V )  These are· d i f f i c u l t  spe l l s  to have effect . 
These a l so have a 'savinq throw' associated as 
in T\!Pe I V .  

T�pe V I > These spe l l s  more o r  less deceive the tarqet . 
These � l so have a 'saving throw ' ,  and EN i s  di
v i ded amonq tarqets as in T\lpe I V .  

Savinq Throws 

The mind or bod\l
"

of a human b e i n q  is not eas i l �  tam
perad w i t h .  The resi stance i s  quite stronq . ( How man\! 
peop l e  turned to stone do \IOU know? ) �hen a spe l l  i s  cast 

that trie·s to al'ter humans C SPel 1 T'llPes J V , V , V I  ) , there 
i s  a poss i b i l i t\I the bod\! or m i nd w i l l  resist 'the a l tera
t i o n .  However, the more effecti veness ( Ef )  a l l ocated to 
the spe l l east,the l ower chance o� resistin� the spel l . 

�han a T�pa I V ,  V, or V I  spel l i s  cast sueeessfu l l \I ,  

the tarqat character ro l l s a 20-sidad d i e as h i s  savinq 

throw . He &pp l i e s  the &r::>Propria'te �od i f' i ers C sea below) 
and con=ults the S a v i n q  Throw tab l e .  

Sr::>e l l  Ef' 
1 - 1 1?.'  

1 1 -20 
21-30 
3 1 -40 
41-50 
51 -60 
61-70 
71-80 
81-90 
9 1 - 1 00 

1 0 1 - 1 1 0  
1 1 1 - 1 2 0  
! 2 1 - 1 3 0  
1 3 1 - 1 40 
1 4 1 - 1 50 
1 5 1 - 1 60 

Savinq Throw Tabl• 

Number C or Higher ) Needed to Sav� 

6 

etc. 

7 
8 
9 

1 0  
1 1  
1 2  
1 3  
i 4  
1 5  
1 6  
1 7  
1 8  
1 9  
20 
2 1  

The above tab l e  can b a  simpl\I expressed as: 
Savinq-Throw-Needed=C C Ef-1 ) / 1 0 1  + 6 
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H o d 1 f iers to S&vinq Dfe-Ro l l  

l )  Aqainst T�pe i V  ( ph� s i ca l ) Spel l s :  

Add ( Const itution-1 0 )  

Add ( HTK/5 ) 

2 )  Aqa tnst T�pe V ( ment a l assau l t ) Spel l s i  

Add ( Mental Res i stance-8 ) 

Add < Fatigue Poi nts/20 ) 

3 )  Aqainst T�pe V I  ( menta l  deception ) Spe l l s :  
· Add ( W i sdom-1 5 )  

Subtract ( 2-Fatique Poi nts/20 )  

The sav i nq throw i s  attempt ed at the 
spel l i s  cast. 

i n:st&Y\t the 

A )  ! �  the savinq throw is succesful C number rol led p l us 
mod i f i er� is qreater than or equal to sav i nQ throw 
number )  the cast has no effect. 

Opt iona l :  Jf the spe l l  was a T�pe I V  or v, the 
tarqet becomes a l i tt l e more fat1 qued due to h i s  

bod� ' s  or m i n d ' s  efforts . The amount of fatigue 

p o i nts lost is determi ned as f o l lows . D i v i d e  Ef ap

P � ied aqai nst h i m  b� 1 0  and round down. Subtract from 
this number the d i fference betwee� he ro l l ed C dur1nq 

the saving throw ) and the saving throw number needed. 

If t�e resu l t  i s  p o s i t i v e ,  th i s i s  h i s  fatique po i nt 
loss. I T  neqat i ve ,  there is no fatique point l oss . 

Examp l e :  55 Ef i s targeted at Kro l ,  and i t  t s  then 

determi�ed that he needs a 1 0  sav i nq thro w .  If Krol 
ro l l s a 1 0 ,  he loses 5 fa�igue p o i n t s ;  i f  he ro l l s a 
1 3  he l os�s 2 fatique p o i n t s ;  i f  he ro l ls a 15 or 
above he lo:ses no fatigue p o i n t s ;  i f  he r o l l s  a 9 or 
le�� the spe l l  was successful ,  so determinQ i t ' s Qf

fect. However, if a character has insuffi cent fatique 

poi nts to l ose , he loses what he c&n, but do«s not 

t ':: :S'!; liTV. . 

B >  I f  the saving throw i s  not succesful the spe l l  

•f'fac-l- . 

I f  the spe l l  t�pQ is I V r ,  Vr, or V l r ,  then thQ 

tar9et character w i l l  Probabl �  recove� w i th t i m e  ( th� 

1 r 1  stands for 'recoverab l e ' ) .  Th i s  recover� i s  due 

to h i s  m i n d  or bod�'s inherent resi stance f i na l l �  

break i n q  free from the spe l l s  ef�ects. No-l-e that th i s  

i s  not the onl� wa� to recover, �ov c o u l d  havQ other 

h e l P ;  for examp l e ,  if put as leep , �ou m i qht recover 

with t i me b� th i s  recover� method, or someone m i qht 

shake �ou awake . The f o l l o w i n q  � a b l e  i s  q i ven to in
d i cate the t i me� that there i s  a chance of recover� . 
The ' t i �e after spel l '  refers to �he tota l amount of 
t i me from when the spe l l  was �ast. Whenever th i s  

table q i ves a ' c ' ,  i t  means tha� there • s  a chance o f  

recover� a t  th i s  t i m e .  A t  th i s t i me ,  the character 
trie� another Savinq Throw, exactl� �he same as the 

ori q i na l Savi n q "  Throw that h e  fai l ed ,  except t hat he 
m i 9ht qet a m o d 2 f i Q r  to h i s  d i e  r�l l  ;f onQ i �  q i ven 

i r. the tab I e .  
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T'IPE! of Spel 1 
Til!le Af"t'er- Spel l I \Ir- Vr- v J r-

1 rn e l e e  r-::>und e 
2 me l ee rounds e 
5 me lee r-ounds +1c 
1 m i nu1:e +1c +3c 
2 m 1nu1:es +Sc 
4 m i nu1:es +2c +7c 
8 m inutes: +10c: 

1 /4 hour +Se c +10c 
1 / 2  hour- +10c 

1 hour +4c +le +10c 
2 hours +2c +10c 
4 hours +3c: +3c: +10c 
8 ho•..1,...s:: +2c +4c + 1 0 c  

1 da"' +l e +Sc +10c 
2 da'IS c +Ge -+10c 

4 da'ls -1 c +7c +10c 
1 week -2c +8c +10c: 

2 "''eckz: -3c: +Sc: + 1 0c 
mon1:h -4c +10c: +10c 

each mon"th -Sc +10c +10c 
1:here:af1:er 

Exa ... p l e :  Sn i d  -i:ri es 1:0 cast a Sleep spel 1 a-t- Kro l . 
Sa� Kroi has W i sdom of 1�, Consti1:ution=1 4 ,  Man1:al Resis-
1:ance=7 ,  14 Fa1:iQue Points, and 7 HTK. Assum� Snid 
rol l ed h i s  re�uired S N  o r- hiQher, and that he a l located 
60 Ef 1:0 1:he cast. With 60 Ef', Krol needs to ro l l  an 11 
or- h i qh�r . However, i t  is a T�pe Vr spe l l so Kr-ol adas: 
7-8=-1 for M�n1:al Resi stance , and 1 4/20=0 for Fa1:ique 
Points and so, hq subtracts one from h i s  d i e  ro l l .  C lf i t  
i s  a d i fferent spe l l , sa'I T'IPe IV,  Krol woul� add: 
14-10=4 for Const itution, and 7/5=1 for- HTK, and so would 
add 5 to h i s  d i e  rol l .  I f  t t  had been a T'IP« VJ' spe l l , 
Krol wou l d add: 1 0 - 1 5=-S for W i sdom, and sub1:rac1: 
2-1 4/20=2, so Kr-ol would subtract 7 from h i s  d i e  rol l . )  
Now back 1:0 tha assumption that i t  was a S l eep C T�pe Vr ) 
spe 1 l , Kro 1 needs to. r-o 1 1 a 1 1  • Assume he ro 1 1  ed <sn 1 1 ,  
adds h i s  modifier of - 1 , and 1:hus fa i led to make h i s  sav
inq �hrow. So , he fa l l s asleep, and w i l l  sta� so until 
phy;ical l �  awakened or until his mind f i na l l �  overcomes 
1:he spel l 's effects ( i f ever ) .  

Assuminq tha1: he is never Ph'lstca l l � awakened ( no 
loud noises, nobod'I shak inq h i m ,  e1:c. ) :  The Savin� Throw 

Timetab l e  i s  now consul1:ed. I t  indi cates that another
eheck shou l d  be made i n  4 melee rounds ( ha l f  m1nu1:• > ·  So 
af+.er 4 �e l ee rounds Krol gets to ro l l  1:he d i e  aQain with 
the s�me mod i f i er s .  If he ro l ls above 1 1  he w i l l  wake 
�p . ! f  he does no1: ro l l  h i s  saving throw, he rematns 
a s l e e p .  The 1:ime1:able indica1:es 'that h i s  next opportu n i 
t 'I  1: 0  check is four m i nu1:es after he fe l l asleep: If he 
fa i l s that hQ w i l l QQt another chance a1: one-qua:tQr- hour 
pas+. the t i me he f i r st fel l  a s l e e p .  I f  he fa i l s  "that , he 
w 1 l l  qet ano1:her cha�ce at one hour past the time he 
first fe l l  a s l ee p .  For this d i e  ro l l ,  he w i l l  get a +1 



modiTicr ( i ndi cated on the t i metab l e > .  Thcrc�orc i n  ord
ar to waka up he �ust ro l l  an 1 1  aTter he adds +1 ( t i met
ab l e >  and -1 ( Mental Resi stance > =0 to h i s  d i e  rol l .  I T  
he fa i l s that h e  gets another opportunit� at 2 hovrs past 
w�en he fa l l  asleap, t h i s  d t a  ro l l  gets a +2 ( t i metab l e > 

and -1 < Mental Resistance) =+1 to make h i s  savi nq-throw
needed 1 1  or better . This continues on unt i l  ha f i na l l � 
succeeds, or qvits tr�in9. 

Optiona l :  More Comp l e x  Saving Throws 

This rv l e  requires more work on the part OT the 

p l a�ers and Judge, and the use of a ca lcu l ator is desir
a b l e ;  hence, this rvle ts optional 

'
and we i n c l uded the 

s i m p l e r  saving throw r u l e  presented above . 
Each p l a�er w i l l  have to keep track of three addi

tional values for h i s  character . The�e are the 
character's i nherent resistance. The� are: 

Ph�sical I nherent Resi stance C P I R > ;  
P I R  = ( Constitut i o n ) + �tK/2 

Mental Assau l t  I nherent Resi stance 
MAIR = 1 4  + < M ental Res i stance ) 

C HA I R > ;  
C l nte l l iqence)/2 

+ HtK/5 

��ntdl Decept i on I nherent Resistance < ND I R ) ;  

M D I R = C � i sdom )/2+< Fatigua Points)/15 

�hen a T�pe rv, v, or V I  spe l l  is cast, the Ef i s  

d is�ibuted among the target character( s )  b� the caster i n  
an� manner he sees f i t .  

For e&ch �arqet character, the ET app l i ed a9ainst him 
i s  d i v i ded b� that character ' s  i nherent resistance, the 
resu l t  i s  ca l l ed the s a v i n g  throw rat i o .  I f  the spe l l  i s  
T�pe I V ,  the P I R  i s  used ; for T�Pe V ,  use N A I R ;  and for 
T�P• V J ,  the E� is d i v i ded b� the M � I R .  

The saving throw ratio i s  taken to the table where 
the sav i ng throw number is determ ined . A 20-sided · d i e  i s  
ro l l ed and the target character must ro l l  the saving 
throw number or greater to prevent being aTTected b� the 
spe l l . 

Obv i o u s } � ,  i f  0 Ef i s  app l i ed aga i nst a character, 
that character reci evGs no eTTeet . 

Note that some �Pel ls a caster ma� w i sh to cast upon 
h t m se l T .  I f  1t is a T�pe I V  spel l ,  he must make a savin� 

throw an�wa�, and mvst fa i l  i n  th i� throw. This i s  a 
check of h i s  bod� ' s  i nherent resl stanee to the spe l l .  
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Sav i n<;i Thr-ow Rat i o Savin'3 Thr-ow Number-
0 . 4  and less 2 

0 . 6  3 

0 . 8  4 

1 . 0  5 

1 . 4 6 

1 • 7 7 
2 . 0  8 

2 . 5  9 

3 . 0  1 0  

3 . 6  1 1  

4 . 3  1 2  

5 . 0  1 3  

6 . 0  1 4  

7 . 0  1 5  

8 . 0  1 6  

1 0 . 0  1 7 ' 

1 4 . 0  1 8  

2 0 . 0  1 9  

3 0 . 0  01"' above 20 

The �avin9 thr-ow number i s  the m i n i mum d i e  ro l l  need

ed to prevent the spe l l  Tr-om taking eTTect . IT the tar
Qet p } a�.,... doe� �ot mak e the saving thr-ow, the �Pe l l  

takes effec+, and then he checks during the t i me� i n d i 
cated on the ti metab l e  w i th th i s  saving thr-ow number used 
as h i s  required number. 



Each Spe l l  Attemp� ( Re v i e w ) 

The order oT eve�ts i s  as fo l l ows : 

t )  The spe l l -�aster decl ares 

a )  the amount of t i m e  ( me l ee rounds , hours, etc . ) he 

w i shes to concentrate, if an� 
b J  the Effecti veness ( E f )  he w i shes to cast 

2 )  Then t.he caster spends that amo unt of 'ti me ( a )-above ) 

mot i onl ess and not t a l k i n 9 . if he does move 6r ta l k  
( 9ame-wi se )  or QXpGnd melee points the Jud9e w i l l  ap

p l �  the appropr i ate mod i f i e r .  I f  the caster chooses 

to stop concentra t i n 9  ear l � ,  the mod i f i er he receives 

is o n l �  one-ha l f  'the m o d i f i e r  he would norma l ! � 9et 

for 'the � i m e  he spent. ( I t i s  a bad dea l -so plan 

ahead ! )  Note: wh i l e concentrating, a character should 
not respond to d i strac t ion� or offer adwice to an� 
character - the Jvd9e should note such actions and ap
p l �  the penalt� m o d i f i e r  for each one .  

3 )  At the end of the t i me spent concentrat i n g ,  the spe l l  

cast attempt i s  m a d e .  Note that the caster never i s  

fo�ced to cast the spe l l ,  n o  matter how long h e  has 
concentrated . A 20-sided d i e  i s  ro l l ed , the appropr i 

ate m o d i f i ers added t o  the r o l l ,  and compared t o  the 

caster ' s SN for that spe l l .  The d i e  ro l l  p l us M o d i f 

i e r s  must be 9reater than o r  equa l to 't h e  caster ' s  SN 

for the spe l l  cast to succeed . Otherwi•e the cast i s  
unsuccessful . N o  matter what �he � c d 1 f i e r �  are , a d i e  

ro l l  o f  1 i n d i cates a n  unsuccessful cast . 

4 )  The caster deduc"ts fa"tique p o i nts as required b� h i s  

Ef appl ied < shown i n  the Effectiveness Tab l e > .  I f  tha 
sp• l l ·  i s  unsuccQssful < SN rol l ) , the caster must 

deduct 1/2 the required fati que p o i nt 3 . 

S J  a J  I f  "the s pe l l  i s  T�pe I or I l ,  "the effects are 
de"termined. 

b ) If 'the spe: 1 l i :s T'>,lpe I I I ( a mi =>Si le spe l l ) , proceed 
to the misai le. To-Hit table ... itl-. appropr iate mod i f·· 

i 11rs . 
c >  I f  t h e  spe l l  is T�Pe I V ,  V ,  or V I ,  the tar9et makes 

h i s  savinq throw for h i s  i nherent resi s�ance . 

+ 
.,. 
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Optiona l :  Backfire 

0 
�hen the spe l l  attempt i s  made, there i .. a poss i b i l i 

.t� of a 'backfire ; ( � bad m i stake on the caster ' s  part ) .  
A 'backfire' occurs whenever the d i e  rol l to make SN 

comes up a ' 1 ' on the d i e ,  before an� mod i f i ers are ad-. 
ded. I f  a spel l backfires, the caster w i l l  temporar i l �  
lose one po i nt from h i s

.
const i tution < see recupera t i o n ) ,  

and w i l l  lose 1 to 6 additional fatique points, and the 
spe l l  w i l l  have �o effect . I f  the caster has insuffi
c i ent fatique Po i nts rema i n i n q ,  the excess are not · �aken 
as H i ts-To-K i l l ,  i nstead the caster i s  rendered uncons
c i ous for an amount of t i m e  correspondin9 to the nvmber 
of excess fatique point• as shown: 

Excess Fatique Points T i me Unconsc ious 
1 5 m i nutes 
2 1/4 hour 
3 1/2 hour 
4 1 hour 
5 2 hours 
6 4 hours 

Opt iona l :  Extra-Successful Cast 

For a rea l l v  qood cast, there i s  the poss i b i l it� of 
an enhancement in its effects . If a 1 9  C unmodifted ) i s  
r o l led dYrinq the S N  d i e· r o l l ,  the E f  for -that cast i s  
doubled from the cas-tcr or i q i na l l �  assiQned. I f  a 20 ls 

r:-o l l �d ,  the Ef' i s  tr i p l  .. d .· In c i othQr case, -the cas-ter 
o n l v  pavs fatiquQ points for the o r i q i n a l  Ef he assi qned 
to �he cast . 

-53-





Obta i n i nq Spe l l s :  Exp l a na t i on 

1 )  I n i t i a l  Knowl edqa 

T h i s  i s  entire l � up to the Judc;e' s d iscrati o n .  · A 

coup l e  o� comments w i l l  be made here: S i nce a l l  char

acters rea l l �  shou l d  start equal ( except for luck ) ,  i t  
1s preferable �or n o  one to 1 n 1 1: 1 a l l �  know an� •Pa l l s .  

�ence ,  the Judqe ma� w i sh to have someth inq l i ke a 

mac;ic schoo l ,  where a character w i l l  learn how to read 
magic w r i t ing, and perhaps learn a spe l l  or two. Ad

m i ss i o n  w o u l d  be touc;h-some tast to pass or quest to 
par�orm . Another wa� to introduce maq1c wou l d be: 

q i ve the p l a�ars a h i q h  probab i l it� to meet a fr i end ! � 

maqi c-u•er who m i qht wish to impart soma of h i s  

knowl edge for a favor or price o r  other wh i m .  

2 )  Readtng Scro l l s  to Learn Spe l l s  

An� character who i s  a b l e  to re�d mag i c  can read 

scro l l s .  An�ona who cannot read maqi c  sti l l  ha� a 

chance at readinq a scro l l .  T h i •  percent chance i s  

equal to l n te l l iqence 1 0  + < Ma g i c  Experience 

Points )/ 1 0 .  And the attempt ma� be tried once a da� . 

Scro l l s that can be read q i v e  the reader fu l l  

k n o w l edge of the s�e l l .  

3 )  Read i nq From � i stor� Books 

Ever� now and then a h i •tor� w i l l  conta i n  a 

descr t p� t on of someth i n g  a magi c-user d i d  ( qeneral l �  

t o  w i n  a batt l e ) .  S o ,  i n  an� h i s tor\.l book, there i s  a 

ZY. chance of a random spe l l  descr iption beinq i n  i t .  
However, i t  takes 4 to Z0 hours to read such a book . 

4 )  SpQ l l Obta i ned from Another Character V o l untar i l \j  

T h i s  happens w�en another character takes t i me to 

teach �ou a spe l l . M a q i c ians are genera l l \.l a qreed� 

and i ndependant l ot ,  so non-pla\jer characters w i l l  

rare l � teach spe l l s .  The t i me required i s  4 hours, B 
hours, 1 da� or 2 da\js ( determ ined random l \j ) .  Note 

that " Vo l untar i l \j "  i nc l udes agreements made under 

stress or tor�ure ( l don ' t know ver\j man� people ab l e  

to torture a good mag i c user ) .  

5 )  Spe l l s Obta i ned During a n  Intr�sion into Another H i nd 

It is poss i b l e to • f i n d "  a spe l l  i n  another magic 
u�er ' s  m i n d .  See the section on P l anar Mind Co�bat. 

6 )  Exper i e nce En i i qhtenment 

T h i s  i s  a process of learning new spe l l s .  Spe l l s  

l earnad v i a  t h i s  r u l e  are assu�ed to have been q a i ned 
b� deduct i ons , i n s i g h t ,  l uck , brt l l ant thought . 

Whenever a maq i c experience rank is achieved, and 

the p l a\.ler rol l s  1 8  to 35 on the Experi ence Bonus 

Tab l e ,  and 1� q t ves h i m  an " EE " ,  he w i l l  ga i n  at least 

one new spe l l .  The number of spe l l s  ga i ned is deter

m i ned b� a ( � to 4 )  d i e  r o l l .  I f  a four I s  ro l l e d ,  

ro ! l ' n�tead a ( 1 to S )  d i <>  to get the number of. 

spe l l s  j o i ned . I f'  now a S i s rol l e d ,  tr\.l a ( 1  to 8 )  
d i e ,  e t c .  Once the 0number of spe l l s  qained has been 

determ i n e d ,  It t s  nece�sar\j to determ i ne w h i c h  spe l l s  

w i l l  be <;1 d 1 ned . I t  i s  assumed that the new spe l l s  

g a i ned w i l l  be s i m i l ar to spe l l s  a l read� known . So 

random ! � 
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det .. 
_
r'!'�!'

.
"' one spe l l  a l read .,, known for

' 
each spe l l  to be 

g a i n e d . The spe l l  to be g a i n e d  w i l l  be the l owest 

spe l l  ( not a l read� known ) i n  the same categor� as the 

randoml�- chosen a l read�-known spel l .  
Examp l e :  S n i d  crossed a c � i t i c a l  rank i n  mag i c  ex

perience and rol l ed up "experience en i i qhtenment " . He 
then r o l l e d  a 4 sided d i e  and qot a t . Th i s  means he 

gets one new spel l .  Assume he a l read� knows Web, 

Stone W a l l ,  I nv i s i b l e ,  F l � ,  C l one and F i re Shie l d .  He 
must determ i n €  w h i c h  cateqor� h i s new spe l l  w i l l  be 

i n .  He random ! �  obta i n s  Stone Wa l l  spe l l  to be of the 
same cateqor� . Th i s cateqor� i s  Wa l l s .  He a l read� 
knows the f i rst spe l l  < Web ) so he gets the second 
spe l l  ( I ce W a l l )  in that categor� . He now determi nes 
the SN and EN ( see i n i t i a l  SN, i n i t i a l  E N ) o� h i s  new 
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Ph�sical Spel l  L i s t  

A )  Protection Spe l l s  
t >  Melee Sh i e l d  
2 )  M i s s i l e  S h i e l d  
3 )  Fire Sh i e l d  
4 )  C o l d  S h i e l d  

Spal l  T�pas 

I 
I 
I 
I 

5 )  Ph�s;ical Maqic S h i a l d  
B > Iola 1 1  s 

1 > Web 
2 )  Ice 1-lall 
3 )  F i re 1-lal l 
4 )  B l ades 
5 )  Stone l-lal I 
6 )  Iron Wa l 1 

C ) Po 1 �morphs 
1 )  Hei<;,ht/l-leiqht 
2 )  Pol ':lmorphs; 
3 )  Gaseous Form 
4 )  Clone 

D >  Ab i l· i t i es 

1 )  Termi nate Own Spe l l  
2 )  Boominq Vo i c a  
3 )  Le v i tate 
4 )  S l ow/Has.ta 
5 )  Stren<;1th 
6 ) Inv 1 s i b l e  
7 > F l .,.  
8 )  T i m a  Stop 
S )  Death Hand 

E >  K i netics 
i j Rope T r i c k  

2 )  Move Objects 
3 ) Ramota Arm 
4 )  Spatial Leap 
5 )  A n i mate Dead 
6 >  A n i mate ObJacts 

F )  I-leather 
1 ) Shapa C 1 ouds 
2 )  I.Ii nd 
3 )  Temperature 
4 >  Prec i p i tation 

G >  Foul A i r  

1 ) Smoke 
2 ) Cl oudk i 1 1  

I . 

I V  
I V  
I V  

I 

I 
I 
I 

I V  
I V  
I V  
I V  

I 
I V  

I or I I I 
I 

I 

I 
I 

H >  E l ements: F i r e ,  Earth , Water, A i r  

SD 

1 0  

1 0  

20 

20 

30 

20 

20 

25 

25 

30 

40 

1 0  

30 

25 

80 

20 

10 

10 

15 

20 

25 

ZS 
80 

100 

1 0  

1 5  

25 

50 

40 

60 

1 5  

20 

25 

. 30 

25 

40 

M i n i mum SN 

2 

2 

2 

2 

5 

2 

5 

5 

1 0  

5 

1 0  

2 

5 

·5 

30 

2 

2 

2 

2 

5 

5 

5 

2 

1 0  

2 

5 

2 

1 0  

5 

1 0  

5 

2 

2 

2 

5 

1 0  

each entr':I below has 4 spe l l s  associated 
w i t h  i t  ( 1  for each e l ement ) . 

i )  M i s s i le-Ba l l  of E l ement I I I  20 2 

2 )  Modi f':I E l ement I 25 5 

3 )  D i srupt Element or l'.Jr 30 1 0  

4 )  Convert Elemant 35 5 

5 )  Control Element 
�) E l emental Storm 
7 )  Elemental Demon 

or l V r  40 

45 

50 

1 0  

1 0  

1 0  



I > B i n d i n g  

1 ) Knock 1 0  2 

2 )  H o l d  Por'ta l 1 0  2 

3 )  B i n d  Non- l iv i n q  20 s 
4 )  Unbind Non- l i v inq 20 5 

5 )  D i s i n�egrate or I V  55 1 0  
J )  Ene.-q" 

1 ) L i gh't' I 1 0  2 

2 )  F l ame 1 5  2 

3 )  Dark I 1 5  2 

4 )  M i s s i l e  I I I 1 5  2 

5 )  l-larp 1-Jood 20 5 
6 )  B o l t  I I I 30 5 
7 )  C o l d  B l ast I I I 30 5 

8 )  Haqneti c/Ant1 maqnet 1 c:  35 5 

9 i  Power l-Jord,. I v,.. 40 2 

1 0 )  R .. .., .. ,...,a G.-av i -t" 60 5 

I() De111or>oloq" 

1 ) R a i se Demons I 40 1 0  

2 )  S•..Jrnmon Dead I 45 1 0  

3 )  Summon Undea.d I � 1 5  

Mental Spel 1 L t s't 

Spe l l  T...,,pes S D  M i n i mum SN 
A )  Commar>d 

1 ) Suqqes;'t i•on v 1 5  5 

2 )  T e l es:>a-th..., I I 20 2 

3 )  Bod':I Con"trol V l r  25 2 

4 )  ".:harm l/r 45 5 

5 >  Has1S Charm Vr 100 10 

B >  Manta 1 i:. .... a· ... l ·t 
1 ) S l eep Vr- 1 5  2 

2 )  H o l d  Vr- 20 5 

3 )  M i nd B l ank Vr 25 5 

4 )  Conf'uston Vr- 35 1 0 .  

5 )  Mass Confusion Vr 1•<10 1 5  

b )  Death v 1 0 0  2 

C >  Fak 1 r'4 

1 ) Ventr i l oquism V l r  1 0  2 

2 )  S l i pperi ness v 1 ,.. 1 5  2 

3 )  Mero ism V l r  1 5  4 

4 )  Faar- V l r  2 0  2 

5 >  Manta! I-lab V I r  20 5 

S >  M i rror ImaqQ V I ,.  25 4 

7 )  Chan<;je Appearance V I r  30 5 
e > I nv i s i b i  l i 't 'I  V T  r 35 5 

9 i TQr ,..a i n  Chan-;i1t V I  r- 40 5 

1 0 )  N i qhtmare V I ,.. 50 1 0  

D > M i nd ov�r Bod'! 

1 ) Pa i n  \I I 1 2  5 

2 j Bod'I I.I capon V I  2 0  1 0  

3 )  Br-1ta'tha W.at .. r V '.  25 5 

4 )  Eod':I W e i -;ih< V I  30 5 

5 )  Fake Cure V I  40 1ld 



E >  Percep t i on 
1 ) Detect Lif'e I I 1 5  2 

2 >  Detect Maqic I I 1 5  2 

3 )  Detect I nv i s i b l e  I I 20 2 

4 )  Read � i l l inq Minds I I 20 5 

5 )  Locate Ob j12ct ! I 25 5 

6 )  Probe Minds I I 30 5 

7 )  See I nv i s i b l e I I 30 5 
8 )  X-Ra� V i s ion I I 30 1 0  

9 )  C l a i rtactancQ I I 35 1 5  

1 0 )  C l a i raudiene I I 35 1 0  

1 1 )  C l a irvo...,ance I I 40 1 5  
1 2 )  Speak W i th DQ&d I I 50 1 5  

F )  Concentrat i on 
1 ) Intel l i q .. nce V I  20 1 5  

2 )  � i sdom V I  20 1 5  

3 )  Dexter it" V I  20 1 5  

G )  Pro'tection 

1 ) Mind Bar 1 5  2 

2 > .i.la 1 1  of' 1-l i 1 1  20 2 

Spe l l  Descr iptions: Exp l anat i on 

�h•n a spe l l  is cast th• caster determines how much 
Ef' hQ is qoinq to ' q i v e '  the spel l .  · Th i s  Ef' is a l located 
b� the caster amon" the choices q i ven . The choices i n 
clude Durat i on , Intensit" ' Mob i l it'f, Extent, Amount, Con

trol and Spec i a l . Most spe l l s  on l 'f  have a l location into 
a coup l e  of' these c&teqor ies . I t i s  not necess&r� to 
determ i n Q  these a l l ocations unt i l  the SN i s  daterminad to 

be successf'u l .  The qame should b e  run as f'ast or f'aster 
than real t i m e ,  and so i f'  charactQrs spend a lot of' 1: i me 
calculatinq i n  deta i l  the'f w i l l  lose out and m i s s  the ac

t i o n .  
I n  the s p e l l  descr iptions the durations are q i ven i n  

t i m e  ' steps ' . A time step i s  each doub l inq of' t i m e  as 
shown on the t i metab l e .  For examp l e :  Assume a spe l l  

l asts one time step f'or ever'f 5 Ef' a l l ocated to Durat i o n .  
Thon i f  S n 1 d  c&s1:s 1:h 1 s  spe l l  wt�h 40 E f ,  and a l loca1:QS 
30 Ef' to Durat ion, it wi l l  last 4 m i nutes ( see the timet

ab l e ) .  At thQ t i m Q  the spQ l l  i s  cast ( on l � ) ,  thQ caster 
ma'f declarQ thQ spQ l l  w i l l  last an� q i ven amount of' timQ 

that is less than the maxi mum determ i ned b� Ef a l l ocated 
to Durat i o n .  

I n  a l l  � chances, the Judge secretel'f rol l s  the d i e  
to determ ine the resu l t .  The p l a'fer w i l l  not b e  sure w hat 

happQnQd. Examp l Q  1 :  ThQ caster 1: r i Q s  a DetQct Haqic 
spe l l  en an object . The Judqe te l l s  h i m  he d i dn ' t  detect 
an�. The p l a�er w i l l  not be sure if the object was not 
maqical or i f'  he Just Ta i l ed to detect i t .  Example 2 :  

The caster trieG a Locate Object spe l l ,  the Judqe ro l l s 
thQ � chancQ, detQrminQS a Ta i l ure, and g i vQs the ca�ter 
& random d i rect i o n .  The caster does n ' t  know i f'  i t  is the 
true d t rec1:ion or random . 

-s� 
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Desc r i p t i o n s :  Ph�sical H a q i c  Spe l l s  

� > PROTECT ION SPELLS 
T h i s  t�pe of spe l l  puts up a sort of sh i e l d .  

I t  ma� � e  cast upon an� character ( 1 n c l u d i n 9  the 
cas"ter ) . I t  
character . 

i s  non-transfera b l e  from character "to 

The spe l l  duration w i l l  be: 1 t i m e  step 
for ever� Ef a l l oca"ted for dura"t i on for a non

mob i l e s h i e l d ,  and 1 t i m e  step for ever� S Ef a l 
l ocated for Durat ion for a mob i l e  sh i e l d .  I f  a 
non-mob i l e  sh i e l d  is created, i t  w i l l  cease the in

stant the character moves more than 1 � a r d .  

1 > H e l e e  Sh i e l d  ( T�pe I ,  S D = 1 0 ,  M i n  SN=2 > 
T h i s  w i l l  absorb 1 dama9e point i n f l i cted ( e i 

ther HtK or FP > for ever� 3 Ef a l l ocated to l nten

s i t � .  The sp e l l w i l l  cease a� soon as i t  has a�-
sorbed its maximum ( or i t  runs out of t i me < Dura-

t i on ) ,  or the character moves ( i f non-mob i l e ) ) .  

2 >  M i ss i l e Sh i e l d C T�pe I ,  S D = 1 0 ,  H i n  SN=2> 
T h i s  w i l l  absorb 1 damaqe p o i n t  i nf l i cted due 

to an� m i ss i l e ( arrow, r o c k ,  e"tc . )  for ever� 2 Ef 

a l l ocated to lntensit�. Otherwise same as a�ove . 
3 )  F i re S h i e l d  < T�?� l ,  S D = 1 0 ,  M i n  SN=2 > 

� i t h  th i s ,  it i s  imposs i b l e  to qet harmed b� 
. an� sort o f  f i r e .  I t  i s  a l so i mp oss i b l e t o  use an� 

sort of f i re ,  e . q .  ma� not l i qht a f i re ,  create a 

f i r e b a l l ,  h o l d  a torch, e t c .  Ma� be extended to 
a l l  persons w i th i n  a r a d i u s  at a cost of 30 Ef a l 
located t o  Extent per 1 �ard ( 1  hex ) o f  add i t i ona l  

rad i u s .  A spe l l  w i t h  n o  E f  al l ocated "to Exten� 
w i l l  be a sh i e l d  o n l �  for "the ' "tarqet ' characte� i t  
was cast u p o n .  I f  3 0  Ef are a l l ocated t o  Extent , 
the s h i e l d  w i l l  include "the '"tar�e� ' charac�er and 

an�one who wander$ into the S hexes surroun d i n q  

h i m . I f  someone enters, he i s  ' s h i e l d ed ' .  T h i £  
s h i e l d i ng ends f o r  that character when he leaves 
( or when the spe l l  norma l } "'  ends ) .  I f  S0 Ef was 

a l l ocatQd "to Ex"ten"t, the s h i e l d  extends 2 hexes ( 2  
�a rds ) of radius ( to i n c l u d e  an�one i n  the 6 hexes 

and the next 12 adJacent hexes ) ,  and so on . 

4 )  Co l d  S h i e l d  < T.,,pe I ,  SD=20, M i n  St1=2 > 
B l asts of c o l d ,  or c o l d  "temperature w i l l  not 

have an� affect on the characte r .  Ma"' be extended 
to i ncl ude a l arger area b� a l l ocat i ng Ef to Extent 

as e x p l a i ned under F i r e  Sh i e l d  above . 
5 )  Ph.,,s i c a l  Mag i c  Sh i e l d  ( T�Pe I ,  SD=30, M i n  SN=5 ) 

T h i s  puts up a s h i e l d  to h e l p  defend aqains"t 
an"' T�pe I V  spe l l s  d i rected at the s h i e l ded 
charac"ter( s ) .  �hen it is necessar� to make a s av

i n q  throw to save against an� T�pe I V  spe l l ,  t h i s  
sh i e l d  w i l l  add 1 t o  �our savinq -throw d i e  ro l l for 
ever'4 5 Ef a l l ocated to ln�ensit� . T h i s  s h i e l d  ma� 

be extended "to i nc l ude a l arge area b� a l l ocat i ng 
Ef to Exten"t, as eY.p l a 1 n�� under F i re S h i e i d  
( above ) .  



B f  .. UALLS 

As the namQ i mp l i e s ,  thQse are spe l l s  that 

create wa l l s .  The thickness o f  a wa l l  i s  Q i ven 
be I o w .  The surf' ace area depends on am.cunt of' Ef' 

a l l ocated to Ext�nt as i nd i cated for each SPQ l l  
be l o w .  That surface area = ( l enqth of' wa l l ) x 

( he i ght of wal l ) . The . caster can designate wherQ 
i t  w i l l  be created , but must be w i t h i n  3 feet of' 

some portion of i t  at the t i m e  · i t  i s  created . A 

wa l l  w i l l  be stat t onar� . I t  Is poss i b l e  to hack or 
ch i p  thruqh a wa l l  w i th a weapon. A h i t  w i th a 

weapoon is assumed automat i c ,  but ro l l 
tnf'licted.  The descr i pt i ons below 

man� damage points w i l l  make what size 
wa l l . 

1 > '-leb ( T':'Pe I ,  SD=20, M i n  St-1=2 ) 

fo,... daina'3e 
i n d i cat« how 

h o l e  i n  a 

T h i s  web t�pa wa l l  must ba attached to so��

t h i n q  < an�th inq ) at the corners ; i t  w i l l not sup

port i t se l f .  An�th i nq sma l l er than 1 square inch 

can pass through. I f'  set on f i re , it w i l l  burn 
awa� i n  1 to 4 m e l e e  rounds . The size w i l l  be 30 
squar e  feet Per Ef a l located to Extent. The web 

las-ts; t i m.,, :ot<>p f'or «ach Ef a l l ocat .. d to D•..1ra
t i o n .  Can be made passab l e  i n  one d i recton < on l � ) .  

i f  4 0  Ef are a l l oca�ed to Spec i a l . '-lhen attempt i n g  
to h a c k  through i t ,  a 1 square f o o t  ho l e  w i l l  b e  
ha�k .. d � o r  each dama9e po i n t .  

2 ) l ce Wa 1 i < T .,ipa l _, SD=20, M i n  SN=S ) 

Th i � wa l l  w i l l  be 3 i nche� +. h i c k . 

Th" s; i ze w i l l be 1 5  

sq•.Ja;..a f'aet +-or each E+- a l  l ocated t o  Extent . · Tke 
wa l l  ... ii l i  l as+. 1 t i m e :s't.,,p per Ef' a l l ocated -l:o 

Durat i o n . Can be made onc-wa� it' 20 Ef a l l ocated 

to SPG:C i a l . Evetr':j 1 0  damaqe points i n f' l  icte·d w i  1 1  

k no ck a 1 s�uare foot h o l e  throu9h the i ce ( consid

e r  a torck ( or i t ' s  equ i va l ent ) to i n f l i ct 10 dam
aQ" po i nts f'or th i s;  purpo�e on l � ) . 

3 )  F i re Wa l l  < T�pe ! ,  SD=25 , M i n  SN=S > 

T h i s  w i  1 1  b .. 3 f'2Gtt thick: -f l a111e s .  The· 50 i ze 

w i l l  be Z square feet for each Ef a l l ocated to Ex

tent. The f i re w i l l  do damage to an� person that 
passes through i t ,  at a rate of 1 6-sided d i e of 
damaqe < Fatiqu" P o i nts ) �or evQr� 1 0  Ef a l l ocated 

to i n -;  ens ;i -t··d . Wal l w 1 I l l .as-t 1 -t i  me step for ev•r� 

5 Ef' a l l ocated to Du,...at i o n .  l -t  can b e  made . one-wa� 

i f  40 Ef i s a l l ocated to Spec i a l .  



4 )  B l a d e s  C T'Y P e  ! ,  SD=25, H i n  SN= 1 0 )  

T h i s  i s  a barrier o f  w h i r l i ng swords . I t  i s  3 

feet thick . The s i 2 e  w i l l  be 2 square feet for 
each Ef a l l ocated to Ex-tent . I t  w i l l  i n f l ict 
H i ts-to-K i l l  o n  an'YOn£ passing through at a rate of 

1 four-s i de d  d i e  p�r 5 Ef a l l ocated to l ntens i t 'Y . 

I t  w i l l  l ast o n e  t i me step for each 5 Ef a l l ocated 

to Durat i on .  Can be made one-wa'Y i f  5 Ef are a l l o

cated to Spec i a l . 

5 )  Stone �a l l  C T�pe ! ,  SD=30 , M i n  SN=S ) 

Th i s  i s  stone 1 foot th ick . S i z e  w i l l  be 5 
s�uare feet for each Ef a l l ocated to Exten t .  I t  

w i l l  l a s t  o n e  t i m e  step for ever'Y 2 E f  a l l ocated t o  

Dura t i o " . One-wa� i f  3 0  Ef a l l ocated t o  Spec i a l . 

� i l l  c h i p  throu�h at a rate of 
·
1 s�uare foot per 

100 damage points i n f l i c t e d .  

S >  I r o n  �a l l  C T'YPe I ,  SD=401 M i n  SN=1 0 )  

Th i :;; i r"'On i s  ! i nc h th i ck . S i z e  ... i l l b'!O 5 

squar"e fe et fo,.. each 2 Ef a l l ocated to Extent . I t  

w i l l last one t i m e  sotep for" each Ef a l l ocated to 

Du,..at i on . One-wa-y i f  70 Ef a l l ocated to Spec i a l . 

A one i nch h o l e  w i l l  be cut through for ever� i 0 �  

damage poi nts i nf l i cte d . 
C >  POLYHORPl-IS 

These spel l s  cause � h � s i c a l  change i n  charac

ters or objects . Most of these a�e T�pe I V  spel l s  

and therefore the tar"qet char"acter gets a saving 

th,..o w .  The tota l Ef of the spe l l  is used to deter
m i ne the s av i ng . throw as exp l a i ned in thQ section 

of these r u l e s .  I f  the s a v i n q  �krow i s not suc

cessfu l ,  the spe l l  takes effec� and the caster a l 
lcc�tes Ef to the various areas as exp l a i ned b e l o w .  

t )  Height/�eight ( T'Ype I V ,  S D = 1 0 ,  M i n  SN=2) 

This spe l l  causes the tar"get character" to get 
ta l l Qr or »hortQr at a rate of 1 /.  chan9Q per 2 E� · 

a l l ocated to Speci a l .  The character w i l l  a l so 

i ncrease/decrease i n  weight a� 1X per 2 Ef a l l ocat

ed to Spec i a l .  T h i s  chan9e w i i l  l ast t i me step 

for" eve"'Y Ef a l l ocated to Durat i o n .  

Z >  P o l �morph ( T�PQ I V ,  SD=30, H i n  SN=S > 

� i t h  t h i s  s pe l l ,  the ca»ter ma'Y chan9e an� 
cha,..acter" to an� sort of creature .  Th i s  chanqe 

• w i l l  last 1 t i me step fo,.. ever� Ef a l l ocated to 

Du rat i on . �h i l e  chan9ed, the character w i l l  r e t a i n  

h i »  own m i nd , � t K ,  F P ,  HP, S t r ,  �tc . The o n l �  

ab i l i t i e s  ( other �han appearance ) h e  qa i ns are the 

instinctivQ ab i l i t i e s  of the creature he i s  po

l �mor"phed to . But i n  d o i n q  these i n s t i n c t i v e  ab i l 

i t ies , h i s  m i n d  must adJust to i t  ( lear"n to do i t )� 
For examp l e , i f  a man was turned into a sparrow, he 

w o u l d  have to be taught how to f l �  and he wou l d  

have t o  I ea,..n not to 9a9 on worm». HowQve,.. , hQ 

wou l d be a tough b i r d  �o k i l l ,  cons1derin9 �. i s  HtK 
& FP . As another examp l e ,  if the ehan9e was tc a 
creature w i t h  arms C an ape , he eov l d  use weapons i n  

h i s  hands, but due t o  l ack o f  muscu l a r  coordina-
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t i on ,  he would l o s e  1 0-80/. of h i s  m e l e e  p o i n t s .  

Each t i m e  he returns to t h l s  creatur e ' s  form ( d if

ferent spe l l  each t i m e ) ,  he wovld qet more used to 
it ( 0  to 70�, then 0 to G0/., etc . ), Just as he 
�ould 9Qt bQttQr at fl�inq thQ sQcond timQ he was a 
sparrow. At the samQ timQ, thouqh, th• shock on 

the bod� w i l l  take i t s  t o l l .  Each t i m •  a man i s  
chanqed t o  a specific creature, roll percentile 
dice: 01 to 05)( i ndicatinq that he has forever-Th i s 
oriqinal bod� . Each succassi�a time changing to 
the same creature increases this l ike l i hood b� 5 /. .  

B e i n q  stuck w i th tke m i n d  of the creature i s  a l wa�s 

worse than �our oriqinal m i n d .  You lose a l l  accu
m u l ated exper i � ncc points i n  a l l  categories ( start 
OVQ,... ) • 

3 )  Gaseous Form < T�pe I V ,  SD=25, M i n  SN= S >  

Th i s  allows the tarqet t o  �urn into a gas. The 

gas t s  nearl� c o l o r l ess and hard to detect C S� per 

turn ) . The character/gas M i l l  move ( dr i f t )  i n  a 
random direct ion at 1-4 �ards pQr melee round. 
Thi� movQment might be mod i � i e d  b� th• presQnce of 

a w i nd . The character/gas miqht drift throuqh 

crack s ,  under doors, etc. T h i s  change w i l l  last 1 
t i me step per 1 0  Ef a l located to Durat i o n .  

4 )  C l o � e  C T�pe I ,  SD=80, Min SN=3 0 )  
T h i s  s � e l l  crea�es a n  exact dupl i cate o f  the 

t&rqet. ChancQ of �ucc•s�ful creation = EfX. I f  
uns�ccessfu l ,  there i s  n o  resu l t .  The Judge deter

m i n e s  a l l  actions of the c l o n e .  I t  has a l l  ab i l i 
t i e s  of the target . I t  w i l l  a l wa�s be antagonistic 
and attempt to ki l l �he "or igina l " .  Duration is 
indQTinitQ ( u�til thQ clone loses it5 H t K ) .  

D )  AB I L I T IES 

t >  T er m i nate Own Spe l l  C'T·�pe I ,  SD=Z0 , M i n  SN=Z > 

T� i s  spell i s  used b� a maqic-user who w i shes 
to end a spe l l  that he < and he alone ) prev i ous l �  
ca�t. RemQmber that spell� will caasa automatical-
1� when their durat i on is expended; so th i s spe l l  

i s  used on l �  when the caster w i shes to end a spe l l  

'prem5ture l � ' .  The amount of Ef a l l ocated to the 

spe l l  determines the percent chance of e a r l �  termi
nation of thR desired SP• � l :  X chance = Ef a l l ocat
ed . C OP t i o na i l � :  X chance =<Ef a l l ocate d x 
1 0 0 ) / ( E f  of oriqinal spel l ) ; the drawback to the 
option i s  that the or i q i n a l  assi gnment must be 
known ) .  

2 )  Boom i ng Voice C T�pe I ,  SD= l 0 ,  M i n  SN=2 > 

Th i s  spe l l  � i ves �he tarqet character < co u l d  be 

the caster ) a loud vo i c e .  The character, when 
t a l k inq in a !'lormal voir.:e can be dist i nct } � · heard 

b� an� on� with i n  a certain number of �ards, the 
number of �ardz is equa l to 1 0 0  t i mes the amount of 
Ef a l l ocated to Extent . The boominq voir.:e l asts 
for a time equal to 1 t i me step for ever� 3 Ef al
lc���ed to �ura� i o n .  
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3 )  Lev i tate C T �pe 1 ,  SD= 1 0 ,  M i n  S�=2 > 

A l l ows tar9ct-
to f l o a t  i n  a i r . The tarqet can 

be 1 0  pounds for each Ef a l l ocated to AMount. �i l l  
r i  .. 1 0  feat for each Ef a l located to lntans i t 'I .  
W i l l l ast 1 t i ''"" step -for ever'! Ef a l  l ocated to 
Durat i o n .  The tarQet w i l l  f l oa t  at the hei ght 
determined unless the caster a l l ocates 30 Ef to 

Contro l ,  i n  which case the caster controls the 
h e i g ht-an'lwhere f�om 0 to the maximum ( wh i c h  i �  

determ i ned b'I a l l ocation to I ntensit'I > .  The f l oat
inq obJact/person has Inertia: can not move u n l ass 
pushed or has someth i n q  to grab and p u l l .  

4 )  S l ow/Haste C T'lpe I V ,  SD=15, H i n SN=2 > 

The target expariences a 5% change i n  speed for 
each Ef a l l ocated to Intensit'I. M i l l  l a s t  1 t i me 

step for each 5 Ef a l l ocated to Durat i on .  
5 )  Strength ( T'lpe I V ,  SD=20, H i n  SN=S > 

Target w i l l  i ncrease/decrease stren9th b'I 1 for 
aver'I 4 Ef a l l ocated to l ntens i t ' I .  M i l l  last 

ti•• step for each 8 Ef a l l ocated to Durat 1 o n .  

S >  Inv is i b l a C T'IPa J V 1  SD=ZS , N i n  SN=S > 
Tarqet becomes i nv i s i b l e .  An'I i tem i n  con�ac� 

w i t h  the tarqet ma'I become i nv i s i b l e  w i th the tar
get at, -th.• caster ' s  d i s cretion. An'1th in9 that i s  
i nv i s i b l e  can do n o  dama9e t o  an�thi n9/an�bod'1 . 
C However an i n v i s i b l e  person m i 9ht carr� a v i s i b l e  
weapon ) . 4n� per&on ° who i &  tota l l �  i n v i s i b l e  can't 
�e seen. An . opponent •a� sw i nq at a hex in hopes 

of h i t t i n q  'the i n v i s i b l e  per�on1 but h i s  'to-hit 
.w i l l  have a -5 mod i f i er . If the i n v i s i b l e  person 
i 5  earring an'lthin9 that i s  v i = i b > e ,  a to-h i t at-

tempt w i l l  onl'I have a - 1  mod i f i e r .  An� h i 't  on a n  
i n v i s i b l e  Person w i l l  do HtK damaqe even i f  i �  i s  
on l "*  indicated as F P  damage . I n·J i s i b i l i t'I w i l l  
l as't 1 t i m• step for each 2 E� a l l ocat--d to Dura
t i o n .  

7 >  Constitution C T�pe I V ,  SD=25, M i n  SN:S ) 
Th i s  1ncreases/decr�ases the tarqet's constitu

t i on for a short wh i l e .  Chanqe of 1 for each 6 Ef 
a l l oca-ted to Inten5i t'I . Lasts one t i me =tep for 
•ach 8 Ef a l l oea-ted to Durat i o n . 

8 )  F l �  C T�pe I V ,  SD=25, M i n  SN=S > 
Al lows tarqet to f l � .  The d i rect i on , speed, 

and durat f on I s  contro l l ed b'I the caster unless 30 
Ef a l l ocated to Control i n  whic� case d i rec t i on and 

speed contro l l e d  b'I the f l �er . Maximum speed l s  5 
MPH for each Ef a l l oea-tad to Mob i l it'I . LastG 

t i �e step ffor each 4 Ef a l l ocated �o Durat i on .  

S >  T i me Stop C T�Pe I ,  SD=80, M i n  SN=2 > 

Ever'1'th in9 stops dead i n its tracks except the 

caster .  He i s  free to move . For each 1 0  Ef a l l o 

�ated to Spec i a l , one more character w i l l  be free 

to move. The amount of � ! me the ca=ter C and thQ 

others ) ma'I move w i t h ever�one e l �e gti l l  i s :  1 
't i me �tep for eac� 48 Ef a l l oca�ed �o D�rat i on .  

'1:0) Death Hanel C T�pe J V ,  S D = 1 0 0 ,  H i n  SN= 1 0 i 

I n  t h i s  ca�Q, -the saving throw i s  not made un-



t i l  the caster/user touches 
target fa i l s  sa vi nq thro·w ,  

the tarqet . I f  the 
it dies. The tarqet i s  

the first l i v i n g  creature the caster touches . 
E > K I NETICS 

1 > Rope Trick < T�pe I ,  SD=1 0 ,  M i n  SN=2 > 
T h i s  spe l l  g i ves the caster control over rope, 

t w i n e ,  or thread ( made oT hemp, c l ot h ,  or fiber ) .  
I t  w i l l  move in an� manner he wishes, i n c l u d i n g  

becominq r i g id .  I t  w i l l  n o t  break or tear. The 
l enqth under control i s  2 feet for ever� Ef a l l o 
cated to Amount . Tht control lasts 1 t i m e  step �or 

ever� 2 E f  allocated to Durat ion . The caster must 
be able t o  see a l l  o f  the rope that is under con
t r o l  un l ess he a l l ocates Ef to Spec i a l . For ever� 
5 Ef a l l ocated to Spec i a i 1 the unseen rope ma� be 
vp to 1 0  �ards ( hexez )  awa�. 

2 )  Move Objects C T�pe I or I I I ,  SD= 1 5 ,  M i n  SN=S> 
Th i s spe l l q i ves the caster the power t o  raise 

and move objects. There are two genera l app l i ca
tions: Just p l a i n  movtng objects; and "fl i n g i n g •  
objects a t  other characters . The f i rst app l i cation 
is a t�pe I spe l l ,  wh i l e  i n  the second, this is a 
t�pe I I I  ( m i ss i l e )  spe l l .  For the t�pe I app l ica
t i o n :  the caster ma� move an ob ject that w e i g h s  1 0  

l b s .  per E f  a l l ocated t o  Amoun t .  T h i s  object ma� 
be moved i Toot per ET a l l ocated to I ntens i t � .  The 
obJect w i l l  move at a rat� OT 1 foot per sec. un
l ess Ef i s  a l l ocated to Mobilit�. I n  this case the 
object w i l l  move 1 /4 foot per se c .  times the number 

of Ef a l l ocated to Mob i l i t� .  Note that an object 
moving in this t�pe · app l i cation can be easil � 
dodged b �  an� i n d i v idual aware oT it. For the t�pe 

I I I  ( m i ss i l e )  app l i cation : One sma l l  rock s i z e  ob
ject ma� be "flung• for each 1 5  Ef a l l ocated to 
Spec ia l . This i s  treated as a miss i le weapon at
tack; u s i n g  the S l i n �  w i th Rock miss i l e  tab l e ,  but 
subtract one from both the To-Hit d i e  r o l l  and the 
dama9e die r o l l .  Additional accurac� of + 1  m o d i f
i er to the To-Hit die r o l l ma� be gained for each 
1 0  Ef a l l ocated to Contro l .  

3 )  Remote Arm < T�pe I ,  SD=25, M i n  SN=2 > 
This �pe l l  has the effect of ' extending' the 

tarqet ' s  hands/arms b� a number oT Teet e�ual to 
the amount of Ef a l l ocated to Extent . The� sta� 
extendinq one time step per 10 Ef a l l ocated to 
Durat i on . These arms are rubber� and bendab l e  con
tinuou s ! � . I f  an opponent attempts to hit an arm, 
he Must subtract 4 from his die rol l as the� are 
harder to h i t .  However, the� are considered armor 
class 0 .  I n  a d d i t i o n  1T the opponent infl icts on 
the arm H i ts-to- K i l l  of an amount e�ual to one 
tenth of the characters H i ts-to-K i l l ,  the arm i s  
considered chopped off. 

4 )  Spa t i a l  Leap CJ�pe : , SD=50, M i n  SN= 1 0 ) 
T h : s  i s  an i nzta�taneous transporta�ion oT the 

target to another l o c a t i o n .  
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a b l e  to see the tar�et, and must have at one t i m e  
bRen a t  the destination locat ion . I t  i s  we l l  known 
that a l l  points of the t i m�-space continuum are in
terconnected, and hence t h i s  ab i l i t �  depend� in no 

wa� o n  the d i stance " l eaped " .  For each Ef, 5 
pounds ma� be t�ansported . 

5 )  An i mate Dead < T�pe 1 1  SD=40, M i n  SN=5 ) 
T h i s  spe l l  a l l ows caster to cause bod� of an� 

dead be i ng to move i n  an� manner that the b e i n q  was 

capa b l e  of when l i ve . The ca�ter mu=t a l wa�= be i n  

s i q h t  of the an i m a t i on . I f  the a n i m a t e . dead at
tempts an attack 1 tts To-H 1 t  d i e  rol l qets a -5 

mod i f i er .  The caster ma� control one bod� for each 
5 Ef a l l ocated to Amount . Spe l l  lasts 1 t i me step 

for ever� Ef a l l ocated to Durat i o n .  

6 )  Animate Objects C T�Pe I ,  SD=60, H i n  SN= 1 0 ) 
The caster cause� i nan fmate obJects to seem an

imate ( cha irs dance, statue• make funn� face�, 
etc . ) .  The caster must a l wa�s b e  i n  s i ght o f  the 

ofject( 2 ) .  Because t h i s  spe l l  i =  =o unl i m i te d ,  the 

axact 1 -M a i tation= 9iven here are va9ue and must be 
hand l ed b� the Judqe . One man-si zed obJect ma� be 

an i ma ted for ever� 15 Ef a l l ocated . to Amount . The 
a n i m a t i o n  w i l l  last one t t m e =tep for each 15 Ef 

a l l ocated to Durat i on .  

F >  WEATHER 
1 )  Shap e  C l ouds < T�pe J ,  SD= 1 5 ,  H i n  SN=S > 

A l l ows caster to �ove whatever c l ouds that are 

v i s i b l e into any pattern and m a i n t a i n  that pattern 
�or 1 t i me step per 5 Ef . 

2 >  W i nd C T�pe I ,  SD=25, H i n  S n = 2 >  
Caster may i ncrease/decrease w i ndspeed 1 MPH 

per Ef a l l ocated to Intens i t � .  Ha� change d i rec
t i on by 2 deqrees per Ef a l located to Contro l . 
Lasts 1 t i m e  step per Ef a l l o c&tQd to Durat i o n .  
T h i 2  w i n d  chanq� i =  o n i y  i n  th� 1 m i l e r a d i u s  o �  

the caster p o s i t i o n .  T h i s  radius ma� b e  i ncrea�ed 
b� 1 m i l e  for ever� 2 Ef a l l ocated to Extent . T h i s  
w i nd change w i l l  not change pos i t i on s  along w i t h  
the movement o f  the ca=tQr unless 20 E f  l s  a l l ocat
ed -to Hob i l i T·'J . 

3 )  Temperatu�e ( Type I ,  SD=25, M i n  SN= 2 >  
Adjusts amb i ent a i r  temperature 1 degree for 

each Ef a l l oc ated to Intens i t � .  Durat i o n , Extent 

and Mob i l i t �  are same as � i n d  ( above ) .  
4 )  Prec i p i tat i on ( Type I ,  SD=30, M i n  SN=2 > 

Causes e i ther ra i n  or snow depen d i n q  on l oca l 

temperatu r e .  Extent and Mob i l 1 t �  the =ame a� for 
W i n d .  � i l l  last one 't i me for a l l ocation to Durat i on 

as f o l l ow s :  ( i )  1 Ef f'or l i qht prec i p i t6. 't i o n ; (  i i )  5 

Ef for med i um prec i p 1 t at i on ; ( 1 1 1 )  1 0  Ef for heav� . 

-G.),�'F:OOL A,I R . 
For b��h spe l l s  i n  thi s cateqor� the fo l l ow i ng 

app l � .  A c l o u d  of foul a i r  i z  created during the 
·
cast. Th i s  c l oud sta�s on the ground, is c i rc u l a r  

i n  shape, but a l � o  extends upward- l i ke � hem-



isphere. The radius is 1 �ard per Ef a l l ocated to 

Extant. The caster must be adJacant to soma edqc OT 

it when it i s  east . The cloud w i l l  move with the 

spaed and direction OT the wind. unless the caster 

a l l ocates 50 Ef to Speci a l ,  in which ease the c l oud 

i n  its i n i t i a l  position reqardless oT the 

w i nd .  

1 )  Smoke C T�pa I ,  SD:25, N i n  SN:S ) 

The smoke w i l l  obscure v i s i o n .  T h i s  makes i t  

harder to h i t  i n  melee: add a mod1�1er to the to
h i t  d i e r o l l s  OT -1 for ever� 5 Ef a l l ocated to In
tens i t� .  Also v i s i b i l it� i s  l i m i ted to a number oT 

�ards e�ua l to 50 d i v i ded b� the Ef a l l ocated to 

Intens i t � .  W i l l  l ast 1 t i m e  step for ever� 2 Ef 

a ! ocated to Durat i o n .  

2 >  C l ovdk i l l  < T�pe J ,  SD=401 H i n  SN=1 0 )  

T h i s  causes a temporar� loss oT Constitution 

value of an� character w i t h i n  the l im i ts OT the 

cloud. For aver� 20 Ef a l l ocated to Intensit�, a 

character w i l l  lo�• one Const i�ution point each 

turn. Recover� of Constitution i s  same as exp l a i ned 

under Rec�p�rat i o n .  C l oud w i l l  last 1 time step 

for aver� 5 Ef a l l ocated to Durat i o n .  
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H >  ELEMENTS: F I R E , EARTH, WATER , A I R  

Note that there are sub-categories i n  each 
spe l l  l i sted, one Tor aaeh oT the Tour e l ements. 

Each sub-catgqor� is an entirel� d i TTarant spe l l .  

The� are l i sted i n  this manner o n l �  to compare the 

d i fferent spe l l s .  The four d i f'fgrent e l ements 
shou l d  he treated as Tour dif'f'�rent spe l l  ca
te9or i e s .  For examp l e :  Tor 'experi ence enl i 9hten

ment' if' another spe l l  i s  9ained, the f'our d i f'

fgrent e l emgnts shou l d  be treated separatg l �  Tor 

the random new spe l l  determ i n a t i o n .  

1 )  M i ss i l e Ba l l  o f  E l ement ( T�pe I I I ,  SD=20, H i n  SN=2 > 

A m i s s i l e/ba l l  emanates from the caster ' s  hand. 

He must be h o l d i n 9  some of' the approp r i ate e l ement 
i n  one hand ( some d i r t ,  or torch, or water ) ,  and 

wi l l use the entire amount when cast ( torch w i l l  90 

out ) .  To-hit ::.. e,..- (Th.rge1: t"l1:n9e in ya.-&.s/10) 
O n l �  one ba l l  ma� be 

'thrown' per spe l l  cast. ET ma� be a l l ocated into 

e i ther lntenstit� or Contro l .  For each 5 ET a l lo

cated i nto Control ,  the accurac� i mproves b� +1 on . 

the to�h i t  d i e  rol l .  If' a h i t  i s  scored, damaqe is 

9iven b e l o w :  

1 a )  F i rebal 1 
T_his doe• 1 to S FP damaqe: fo.r ever� 10 Ef' 

a l l ocated to I ntensit� . 

1 b )  Catapu l t  

1e ) 

Th i s  does 1 to 6 damage per 5 Ef a l lo-

cated to I ntens i t � .  
Splashbal 1 

Th i s  m i ght b l i nd the tarqet . Use the 

I V r  savinq throw and recover� tables. 

� i mes �he Ef a l l ocated �o l ntens i t� for 

savin� throw . 

"l-'1PQ 

Use 2 

the 

i d ) Pressvre Ba l l  

Same as Splashba l l ,  o n l '1  stun 

b l i n d .  Use 3 t i mes ET a l l ocated 
i nstead of' 

to ln"tens;; it'1 
for saving throw prurposes . 

2� Modif� E l emen� · < T�pe I ,  SD=ZS, M i n  SN=S > 

2 a )  F i re to Smoke 

B i l l o w i n g  smoke pours �rom an� T i r e .  This 

is same as Smoke spe l l ,  but gets t w i c e  as much 

effect ( double h i s  Ef' a l loca"t i o n )  Tor same FP 
ex.pend i tu re • 

2b > Transmvte Metal 
Caster ma� change an� m�tal 

met a l ,  two ounces per Ef' . 

2c ) Freeze Water 

to an� othe:r 

Caster freezes an amount of water equa l i n  

cubic �ards to the amount of Ef a l l ocated to 
l ntens it� . � i l l  sta� frozen one t i m e  step per 

2 Ef' i n  Durat i o n .  

2d ) A i r - C l oudk i l l  

Same as C l o u dk i l l ,  but caster gets t�ice as 

much effect . 
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3 )  D i srupt E l ement ( T�pe I or I V r ,  SD=30, H i n  SN=10 ) 

3a ) Ext i nq·...1 i sh 
Caster ma� put out 

area w i th a radius equal 
3b) F l esh Stone 

fire i n  c i rc u l a r  
to 1 �ard p � r  5 E f .  

T h i s  spe l l  w i l l  turn the target to stone l f  
h e  fa i l s  h i s  savinq throw . The tarqet m i ght 
recover v i a  the recover� rules under saving 
th,.ows;. 

3c ) F l u i ds to Water 
The caster ma� convert i p i n t  of an� f l u 1 d  

to wate,. per 1 0  E f .  
3d ) D ;  spers'1: 

ThQ tarq<2t i s  d i spQrsQd 'to thQ four 
w i n ds; ' . Amount d i s; pQrSQd is; 1 pound per Ef . 
It i s  not Poss i b l e  to d i sperse a l ivinq be i nq ,  

but �ou can d i sperse h i s  weapons/armor, e t c .  
4> Convert E l ement ( T�pe I ,  SD=35, M i n  SN= 1 0 )  

These spe l l s  convert one e l ement t o  the next . 
The amoun� converted i s  cubic �ards equal to Ef a l 
located to Extent . S i xt� divided b� Ef a l l ocated 
to I ntensit� is the number o� m i nutes the conver

s i on takes. 
4a ) A i r  to F i r <2  

After thQ t i m e  needed for the convers; i o n ,  
the f i re w i l l d i e  out un l ess there i s  someth i n g  
near to catch on f 1 re .  

4b ) F i r e  to Earth ( ashes )  

4c) Ear.th to Mud to Mater 
4d ) Evaporate/Bo i l  Water 

5 )  Contro l E l ement < T�pe I o,. I V r ,  SD=40, M i n  SN= 1 0 ) 

Sa ) F i r e  B l as-t 

An� one Tire w i l l  e x p l o d e .  An� being 

w i t h i n  th• b l ast radius � i qht. be stunned and 
b l inded i T  tha� ¥ai l t h e i r  �avinq throw whi6� 
iz based on E¥ a l l ocated to lntens i t � .  The 
b l a•t r a d i us; is t �ard per 4 Ef a l l oc4ted to 
E::-:-t--ent . 

Sb ) Crack Ground 
ca�ter can dcsiqnat� · where a crack w i l l ap

pear. The earth »eparate� 1 �ard p2r 10 Ef a l 
l ocated to intens; i t � .  The crack w i l l  b <2  20 
�ard� per Ef l o n g .  

Sc ) Part Water 
A bod� of water w i l l  •eParate 1 �ard per 5 

Ef a l l ocated to Intens i t � .  The l ength w i l l  be 

20 �arc� per Ef a l l ocated to Exten t .  I t  wi l l  
last one t i me step per Ef a l l oceted *o Dura
t i on .  

S d )  Weather Tunnel 
�l lows & passage through storm, c l oudk t l l ,  

'e t«:: .  One 'Jard w i d e  per 1 0  E-f i n  I ntens i t � ,  

10��ards l ong per Ef i n  Extent . Lasts o n e  t i me 
s;"t°'i!P· per Ef i n  D•...1rat i o n . 

-7?.-
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6 )  E l ementa l  S"torm
_
s C T...,pe I ,  SD=45, N i n  SN=1 0 )  

Sa > F i  re S"torm 
Burninq fire fa l ls from the s k � .  Mov�s 

w i th speed and � i rec"tion of> "the w i n d .  Lasts 
one t i me step per Ef in Dura"t ion . Fa l l s  i n  
c i rcu l ar area of 1 �ard radius per 5 Ef a l lo
catad to exten"t. Does 1 to 4 �tK damaqe per 
turn to an�one i n  area for ever" 1 0  Ef a l l ocat
ed to J ntens i t� . 

Sb> Aval anche/Mud S l ide 
An�one near steep h i l l  or mountain has a 

percent chance of be i nq h i t  equal to the nu�ber 

of Ef a l l ocated to Amount. If h i t ,  damaqe w i l l  
be 1 to 6 H"tK per 1 5  Ef a l l ocated to l ntens i t'\I .  

Sc ) �hirlpool 
Pos s i b l e  on l "  i n  water. The ship i t  i s  

cast a t  has a percent chance o f  b e i n q  sucked i n  
.aqua 1 to i-.a 1 f tha E f a 1 1 oc�.ad • I f  s:h i ps: c,.a.., 
a�ndons ship, the chance of their beinq sucked 
i n  i s  one quarter of the Ef a l lo cated . 

Sd ) Tornado 
A storm of a radius equal to one "ard per 5 

Ef a l l ocated to Extent . Hovas i n  d i r e c t i o n ,  
but a t  twice "the speed o f  "the w i nd . Does 1 to 
6 FP damaqe to eacW b e i n q  cauqht b" it per 
ever" 10 Ef a l l ocated to lnten s i t " .  

7 >  E l tmental Demon C T"pe I ,  SD=50, H i n  SN= 1 0 ) 
� n e a r } "  i n v i � i b l e  demon is summo ned . I t  t �  i n  

a l l  respects: as: descr ibed under DQmonoloqy ( sQe 
De11tOnolo9� sPe l l  cateqor" ) except where no"ted 
be l ow . O n l y  one demon may be symmoned. It w i l l  
�cm a l n  one time step �or ever� Ef a l l ocated to 
Durat i o n .  
7a > Fire E l ementa l 

For ever� 1 0  Ef a l l oca"ted to I ntens i t y ,  ti-.e 
demon has one-half HtK 20 FP� 6 M P .  I t s  
Speed i s  8 �ards per melee round, a n d  I s  armor 
class 4 .  The to-i-. i t  and damaqa caused b� Its 
attacks: is the same as for a medium mace. 

7b ) Earth E lemental 
For every 1 0  Ef a l l oated t o  Intensity, t h i s  

demon has 1 2  HtK, 4 F P ,  and 3 MP . It I s  armor 
class 1 0  and has a Speed of t .  It at-tacks l i k e  
i t  has a n  axtrcma l '\I haav" Hammar. 

7c ) Water E l emental 
For ever� 10 Ef a l l ocated to lntensit�, the 

demon has S HtK , S F P ,  and 3 M P .  I t  is armor 
c l ass 4 ,  and has Speed= t 0 ,  but must sta" i n  wa
t e r .  I t  attacks l i k e  i t  has a heav" Hammer . 

7d > A i r  E l emental 
For every 10 Ef a l l oc�ted to 

"th is demon has 2 HtK, 16 FP, and 8 
armor class 0 ,  and has a speed of 1 8 .  
tack s l i ke i �  has a l i qht c l u b . 

M BINDING 
1 )  Knock C T...,Pe I ,  SD=t0, H i n  SN=2 > 

Th i s  spe l l  w i l l  free stuck doors, 
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cal l � he 1 d doors . The percen"t: chance o.f suc
cess i s  the Ef at which the s pe l l  was cast . 

2 >  Wo l d  Portal < T�PQ I ,  SD=10, M i n  Sn=2 > 

Th i s  spe l l  magi ca l ! � h o l d s  doors shut. An� 

4"t:"t:emPt to opQn the door i s  reduced b� a per
cent equa l to the Ef a l l ocated to lntensit� . 
Th i s  reduct i on w i l l  be i n  effect one t i m e  step 

for ever� Ef a l l ocated to Durat i o n .  

3 )  B i n d  Non L i ving < T�pe I ,  SD=20, H i n  SN=5 ) 

Th i s  holds t h i nq� toqether . The amount of 
force ( we i ght ) requ ired �� pu l l apart i s  the 

square of Ef a l l ocated to Intensit�. Wi l l  sta� 

toqether one t i m e  step for ever� 5 Ef a l l o cated 

-too Durat i o n .  

4 )  Unbind Non L i v i nq < T�Pe I ,  SD=20, M i n  SN:S ) 

T h i s  �PP l ies a force at the desired SPOt to 
Pu l l  two th i nqs apart ( or break someth ing ). 
Force app l ied i s  the square of Ef a l located C Ef 

x Ef ) .  

S >  D i s i ntegratQ < T�PQ I o r  I V ,  SD=SS, M i n  SN= 1 0 ) 

When used to d i sintegrate a being the sav
ing throw attempt i s  made . I f  i t fa i l ed, the 
creature/beinq i s  reduced to a p i l e  of · dust .  
There i s  no recover� from th i s  cond i t i o n .  WhQn 
usQd to d i s i ntegrate an i n a n i matQ obJQct the 
vol ...,m·.:: d i s inteqrated i s  Ef c•.Jbic feet. 

J > ENERG'i' 
1 > L i g h t  C T�pe 1 1  SD=10, M i n  SN=2 � 

There are two poss i b l e  app l i ca t i ons of t h i s  
spe l l .  One i s a b l i n d i n g  f l a sh which has an Ef 

percent chance of b l i nd i ng for 1 - 4  meleQ rounds 
an�one l o o k i n g  at the caster . The other app l i 
c a t i o n  1 s  a con-r1 nvous l 1 qhi: . i h 1 s  w i l l l i ght 

t o  1 / 2  da� l i 9ht l ev e l  a c i r c u l a r  area, w i t h  1 

�ard r a d i u s  for ever� ET a l l ocated to Extent . 

I t  w i l l last one t i me s tep for ever� Ef a l l o
cated to Durat i on . The area cov�red w i l l  b� i n  
a c i rc l e around the caster, un i ess 2 5  E f  i s  a l 
locat�d t o  Contro l .  i n  whic� case h e  i s  a t  an 
edge of the c i r c l e  of l 1 qht and i t  w i l l  be i n  

the d i rection o f  w herever he faces . The l i qht 

w i l l �ta� stat i onar� whQre cas"t, u n l Qss 5 Ef i s  

a l l ocated t o  Mob i l i t � ,  i n  whi ch case i t  w i l l  
mov� a l on� w i �h �k� c�s�er. 

2 )  F l ame < T�pe I ,  SD= 1 S ,  H i n SN=2 ) 

A � l am� i s  produc9.d a t  �h� t i p of the 
caste r ' E  thvmb . Th� intens1t� of th i s f l ame i s  
orooort i on 6 1  t o  Ef . The exact oarameters of 

t h i s  f l ame must be referee- determ ined, because 
th vari et� of uses and cond i t i ons i s  too l arge 
to de-ra i l eas i l � .  As a qu i de 5 Ef w i l l  produce 
a T l ame about the i n � e " s i t �  of a c i garettQ 

l i qh�er and l ast i ng for � me l ee round. And 
note "that to set somethinq on fire genera l ! �  

requires tke app l ieat i o "  6f &n i ntense f l ame 

for a reasonable amount of t i m e .  
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3 )  Dark C T'lPe I ,  SD=15, H i n  SN=2) 
T h i s  produces a darkness ( l i ke n i ght w i th 

no •tars or moon ) .  A l l  parametQrs are the •ame 
as for the Light spe l l . If a L i ght spe l l and 
Dark spe l l . are cast such as to affect the same 
area or part of the same area, the one most re

eentl � east ha� domi nance. 
4 )  M i s� i l e ( T�Pe I l l ,  SD=15, M i n  SN=2 ) 

A magic.a l  m i ss i l e  emanates from the 
caster's f i nger . The m i ss i l e ,  if i t  h i ts ,  does 
1 - 4  damage . The to-hit i s  determ ined as a sh ort 
b o w .  One m i ss i l e w i l l  emanate for each 15 Ef 
a l located . However the accurac'l ma"' be i m -
p.roved b-.,, + 1  on the t o - h i t  d i e · ro 1 1  for each 
a d d i t i o n a l  1 0  Ef a l l ocated to each m i ss i l e .  

5 >  Warp Wood C T'lPe I ,  SD=20, M i n  SN=5 > 
CastQr i s  a b l e  to ehan9e the shape o9 an'l 

·Piece of wood of Ef cubic feet volume. The to

.ta! volume must remain the sa1Re, just the shape 

chanqed. 

6 > .Bolt < T'lp e I I I ,  SD=30, M i n  SN=S > 

This i• ·a ma9ical bolt �hich emanates fro• the 
�a5te�' s  hand. Damage i• 1-6 pQr 1e EF a l located to 

inten� i t � .  I t  is 10 �ards l on9 and can be hurled an 
extra l00 �ard5 for eac� 1 0  EF put i nto d i stance. If 

tl\e 1"ar<13e"� ·sa.vas v s .  111a9·1c, the damaqa· ts o'T\e-ha l 1'  of 
normal . The 'to- h i t '  number is 5 + (yards ran9e/� 0 J  + 

tar.<ae.� .speedtn "ar-ds. , 1"1\e ca.s-t�r can qe't a. bonu• of 
· o,,e· o,.; "t�e- #-to-t\1�• �·a,.. eaclo\ 5 EF a} l oc;a'ted "to accur-ac.,. . 

" 7 )  c·o l d �·last. ( T':IPe I 1 I ,  SD=30, M i n  Sti=S ) 
This is a lllOVi"g wal l of coldness 11\0Vi�g 

a� a .in>etd o� J �ard per me l ee rou�d pQr f.F 
al l ocated "to �obi l i t� . T�e �ave ema�ate� �rom 
t�e ca�ter's .• t nger in a 60 degree spread . I t  
t s  1 .�rd thtck plus an dddi ti o�al �ard thick 
�er each' S EH al l oca�ed �o 1ntens i t � .  Each �ard 
o� col d tha't a tar�e't i s  i n  causes a J oss o� 1-3 
TatiquQ ·9oin't.s; aftd i consti tut i on po i ft't ' ( te�por

_ar� ) ,  It's �axi au� ran�e 1.s; j 0  �ards p l us an 
additional !� v.ard9 for eac� 15 E� a l l ocated for 
ra��·.A tar9et ,_a'W -tr'1 -to dodge -the wa.ve b� _·-ta.k.in<f 
the rat i o [ speed of �arqe�/�peed ot b l a  ... -t l  and · 
lll\l·l "t t p J..,,i nq b� i 0 0 ,  th:ls is the. % c:hal'lce of a dodge, 
wh ich ta�es S�h � 4 character 's MP to do. 

8 >  Magne t i c/Anti -Magnet i c  ( T':IPe 
SN=S ) 

I , SD=35, M i n  

T h e  caster ma'l attract or re�el meta l .  Th e 
w e i qht attracted/rep e l l ed is 5 t i mes the Ef a l 
located t o  Jntens i t � .  Range i s  1 �ard per 2 Ef 
a l l ocatQd to ExtQnt . Spg l l lasts onQ ti me stQP 
per 5 Ef a l l ocated to durat i on • 

.,g.> �ower �ord� ( T'lpe l V r ,  SD=40, M i n  SN=2 ) 
This spe l l  affects the c l osest character 

d i rQet l �  i n  front o f  the easter who can hear. 

the caster. The s a v 1 n q  throw i s  attempted b'l 



the target. The Ef for t h i s  attempt i s  the a l 

located Ef i f  the caster w i shes to stun the 
tar9et. Use Ef minus 20 i f  the caster w i shes to 
b l i nd the target . Use Ef m i nus 50 i f  the cas
ter w i shes to k i l l  the tarqQt . the stun and 
b l i n d  results ma� recover w i t h  t i me as ex

p l a i ned under Saving Throws. 
1 0 ) Reverse Gravit� ( T�pe I ,  SD=S01 H i n  SN=S ) 

Ever�th i n g  fa l l s  upward i n  the area 

prQsc r i bed during t h i s  spel l .  A l l  the parame
ters are the same as for the Liqht spe l l  except 
Durat i on :  The spe l l  w i l l  l a s t  one t i me step for 
each 30 Ef a l l o c ated to Durat i on .  

I( )  DEMONOLOGY 

T�ese spe l l s summon b e i nqs from the neth

erwor lds . The beings w i l l  be summoned for the 

durat i on of the spe l l  and then return . The caster 
must remain in v i sual contact w i t h  them at a l l 

t i m Q s ,  and ma� east no othQr spQ l l ,  Ql�e he loses 
control of the b e i n g s .  T h e  be i ng w i l l  then b e  hos
t i l e  to the summoner and control cannot be re-

9a i ned . Ef of the spe l l • i s  a 1 1  ocated into two 
areas: Duration and lntens i t � .  

1 )  R a i s e  Demons < T�pe I ,  SD=40, H i n  SN= 1 0 ) 
Summoned Demons w i l l  rema i n  one t i m e  step for 

ever� 4 Ef a l l ocated to dYra t i o n .  The number sum
moned is chosen b� the caste r .  To determ i ne the 
parameters of eaeh demon take the Ef a l l ocated to 
lntens i t � ,  d i v i d e  b� the number summoned and sub
tract 1 0 .  T h i s  i s  the Demon Points < DP > .  A demon 

w i l l  have 1 H T K ,  5 FP and 3 MP per ever� 1 0  De mon 
P o i n t s .  A i l  demons suMmo"ed at one spe l l  cast are 

the s a M e .  These demons have a Speed of 4 �ards 
( he x e s )  per m e l e e  round, armor c l ass 1 ,  ·use the 

to-h i t  tablQ o f ,  and do damage w i th ,  M e d i u m  Fanqs . 

2 >  Summon Dead < T �pe I ,  SD=45, M i n  SN= 1 0 )  

3 )  

The dead bod i es of the b e i ngs summoned must be 

present . The percent chance of s ummon i ng i s  4X per 
Ef a l l ocated to lntens i t � ,  d i v i ded b� the number 
the easter is attempting to summon . I f  successfu l ,  
the� w i l l  re ma i n one t i me step for each 5 Ef a l l o

cated to Durat i o n .  The� w i l l  have a l l  the ab i l i t i es 
the� had just before the� d i e d  ( so l t  wou l dn ' t be 

too 9ood t o  su�mo" som�th \ ng +hat d i ed o f  o l d  a9e-
i t  w o u l d  be prett':I dec:..-·ep 1 t " 
Summon Undead < T�pe I ,  SD=50, M i n  SN= 1 5 )  

W a l l  rema i n  one t i me step for •�er� 
cated to Durat i on .  D 1 u 1 d e  E¥ a l l oc at ed to 

Ef a 1 1  o-

lntenslt'\I 

b� the numb�r summoned and subtract 20. For ever� 
1 0  of the resu l t ,  the Undead b e i ngs w i l l  have 2 

HtK, 10 FP , and 3 MP . A l l  w i l l  have a SpeQd of 2 ,  

armor class 2 .  The caster ma� choose wh i ch one 
med i ul!', he-:<v� �r extra hea·.· -1 we.ape-YI the':! 1..i; I l use .  

I f  an� b l -:iw s"1:'r<Jck b':I a "  11n-;lead be i ng i s  supposed 
to do HTK cs.Ma-;re � .,. 1 . '\!:  c""arac t �r .... o•,1por ar- i 1 "  l oses 1 

- : .. 



to 1� �onstitution points instead . A l l  attempts to 

h i t  tha un-daad b42.inq have a -5 To-1-li:t .111odif'ier. 



Spe l l  Descr iptions - Mental 

A >  COMMAND 
1 > Suqgtstion C T�pe V ,  SD=1 5 ,  M i n  SN=5 > 

I f  the target fai l s  the saving throw he 
t h i nk/cons i d e r  whatever was suggested . 

w i l  1 
Onl� 

sugges t i o n s  which are not d i rect}� harmful or des
tructive are a l l owed. The judge must b e  carefu l ,  
but s t i l l  a l low inventive characters to use origi
nal suggast i o n s .  

2 )  Telepath� C T�pe I I ,  SD=20, N i n  SN:S) 
Caster ma� transm i t  h i s  · thoughts to another 

character . T h i s  w i l l  last one t i me step per 5 Ef 
a l l ocated to Durat i on .  The chance of successful 
transmission i s  2� per Ef a l l ocated to Intensit� . 

3 )  Bod� Contro l < T�pe V I r ,  SD=25, M i n  SN=2 ) 

I f  the target fai l s  the saving throw, the cas
ter g a i n s  t o t a l  control of one l i mb ( random!� 
determ ined ) of the target unt i l  the target rec::ov-

4 >  Charm C T�pe Vr, SD=45, M i n SN=S> 

5 )  

I f  target fai l s  the saving throw the caster 
gains total control of the target unt i l  i t  recov
ers . The target character w i l l  automat i ca l l � re
cover i f  i t  i s  'ordered' to do an�thing se l f
destruc::t i v e .  
Nass Charm ( T�Pe V r ,  SD=10�, M i n  SN= 1 0 ) 

to h i s  Ef 
throw ( that 

The caster ma� attempt to charm up 
number of characters . On l �  one s a v i n g  
of the character w i t h  the best chanc e  of succeed

i ng )  i s  made for the entire group . The entire 
gr�up recovers a l l  at the same time a l so .  

B >  MENTAL ASSAULT 
1 ) S l eep ( T�pe Vr 1 SD= 1 5 ,  M i n SN=2 ) 

Th� target w i l l  f a l l  as l eep i f  he fai l s  the 
savinq throw. He w i l l  remain asleep unt i l  he re
covers ( v i a  sav1nq throw ) ,  or someone jars h i m  
awakQ, or 8 hour� pa��. 

2 )  H o l d  < T�pe Vr, SD=20, H i n  SN=S > 

Same as S l ee p ,  except th e  tar9et w i l l  
unt i l  he recovers ( v i a  s a v i n q  throws ) .  

3 >  Mind B l ank < T�pe Vr, SD=25, M i n  SN=S > 

' freeze ' 

I f  savinq throw i s  fa i l e d ,  the tarqet w i l l  lose 
1 to 10 I n te l l i qQnce and 1 to 1 0  Wisdom, and a l l 
spe l l  casts w i l l  have a -5 d i e  mod i f ier for the SN, 
Ynt i l  he reGovers. 

4 )  Confus i on < T�pe Vr , SD=35, M i n  SN=1 0 )  

I f  s a v i n g  �hrow i s  fai l e d ,  the target ma� not 
expend Nelee points to do an�th 1 ng other than move 
unt i l  he recovers . 

5 )  Mass Confusion < T�pe V r ,  S D = 1 0 0 ,  M i n  SN= 1 5 ) 
T h i s  spe l l  has the same effects as Confusion 

and works in the same manner as Nass Charm. 
6 )  D eath ( T�pe V ,  5D=10�, N j n  SN=2 > 

If ;;he tarqet f-:i i ! s t'"'e sa,•in9 �hrow1 he d i e s .  
N o  recov2r � .  

-79-





C >  FAKIRY 

D >  

A l l  eTTects described b e l o w  occur i T  the tarqet 
Ta i l •  its •avinq throw, and la•ts unt i l  it recover• 
( v i a saving throws ) .  

1 > Ventr i l oquism C T�pe V l r ,  SD=1 0 ,  M i n  SN=2 > 
The target w i l l  be l i eve someone/somethtnq e l se 

i s  t a l k i n q ,  rather than the caster . 
2 )  S l i p p e r i ness ( T�pe V l r ,  SD= 1 5 ,  H i n  SN=2 > 

The tarqet w i l l  think the Tl oor/qround i• • l ip
per�. IT he moves more �han one �ard per m e l e e  

round, h e  w i l l  s l i p and Tal l .  
3 >  Hero i sm ( T�pe V i r ,  SD=15, M i n  SN=4 ) 

The tarqet w i l l  b e l i eve that he h i m s e l T  i s  a 
powerTul T i ghter . He qQt• +5 MP . 

4 )  Fear ( T�pe V l r ,  SD=20, M i n  SN=2 J 
The target w i l l  run i n  Tear and comntinue run

n i ng unt i l  he recovers . 
5 >  Mental �eb C T�pe V I r ,  SD=20, M i n  SN=S> 

ThQ target be l i eves h e  is •tuck in web-l i ke 

strands. Loses h a l T  h i s  MP unt i l  recover� . 
6 >  M i rror I �aqe ( T�Pe V I r ,  SD=25, M i n  SN=4 > 

The target w i l l  see an exact dup l i cate of the 
ca•�e�, �nd has a 50X chance to choose the correct 
one when gwinqinq or an�th i n q .  Lasts unt i l  
recover�, or unt i l  ca-ter Ph�s i c a l l �  h i t• the tar
get w i th an object. 

7 >  Chanqe Appearance C T�pe V ! r ,  SD=30, M i n  SN=S > 
l o � k s  ·l i k e  the 

caste� ' s  c h o i c e  oT man-size characters . 
8 >  I n v i � f b i l i t �  < T�pe V l r ,  SD=35, M i n  SN=S > 

The tarqet w i l l  not see whatever the caster 
desires i t  not to see . � i l l  termi�ate i f  it comes 
w i t h l "  1 �erd OT an ' i nv is i b l e ' object . ( A l s o  ter
m i na�es upon recover� as do a l l other 1 r 1 spel l s .  

9 )  Terra i n  Chan9Q < T�pe V l r ,  SD=40, M i n  SN=�S ) "  
Th� �arqe� w i l l  be l i eve the ground looks l i k e  

the caster d�s i r e 5  i t  to l c � k . An� Qround w i t h i n  3 
�ards of target w i l l  seem norma l .  

1 0 )  N i ghtmares ( T':!Pe V l r ,  SD=50 , M i n  SN= 1 0 > 
Th.e .'tar9et sees s om'=!: horr i b l e creature chasing 

h i m , b'•.it i t  nev.ar catches UP to h i m .  
M I N D  OVER BODY 

The f"ol l o w i n q  eTf"ects occur onl':I i f  the savinq 
throw is f" a i led . 

1 > Pa i n  < T�pe V I ,  SD= 1 2 , M i n  SN=5 ) 
Th i s  a l l ows tar9Qt to w i thstand an� p a i n  Tor 

one t i me step Per 2 Ef . 
2 )  Bod� Meaponr� ( T�pe V I , SD=20, M i n  SN=5> 

Target's hand acts as a weapon. Lasts one t i m e  

step per 5 Ef a l l ocated to Durat i o n .  T�pe oT 
weapon depends on amount of Ef a l l ocated t9 Inten
• i t � :  1 0= l i qht c l u b ;  30=med i u m  mace; 60=hQav� macQ; 
90=exT. . heav':I hammer . 

3 )  Br��the Ma�er C T�pe V I ,  SD=25 1 M i n  SN=S > 
Ma� breathe water for one t i m e  ste� per ever':! 

1 121  Ef . 
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4 )  Bod\! W e i ght C T'IPG V I , SD=30, M i n  SN= 5 )  

Adjust bod'I we i qht . 1 X  chanqe par ET a l l ocat

ed to Amount. One t i m e  step per 4 ET a l located to 
D�rat i o n .  

S >  Fake Cure C T�pe V I ,  SD=40, M i n  SN= 1 0 ) 

T h i s  w i l l  change 1 HTK per 5 Ef to Fatique 

Point damage. However, the HTK w i l l reappear in 3 
to · 1 8  da\ls. 

E )  PERCEPT I O N  

1 )  Detect L i T e  < T�pe I I ,  S D = i S ,  M i n  SN=2) 

Castar has a chance ( 2� per ET a l l ocated to ln

tQnsi t'I ) to detQct iT there is an\I l i fe w i t h i n  a 
given d i rection and d i stance. The d i stance i s  5 

\l&rds per Ef a l l ocat ed to Extent . This detection 

ma� be made throuqh w a l l s ,  rock, etc. 
2 >  Detect Mag i c  < T�pe I I ,  SD=15, Hin SN=2 > 

Caster has a 2� chance pQr Ef to detect iT an 

object has a ma9ical aura. 
3 )  Detect I nv i s i b l e < T�pe I I ,  SD=Z0, Min SN=Z > 

caster has a.. 5.% chance. per ff' 1:0 real t :ze �h<";t 

-· :s.om�"thiJ:l� . . �.1":'.1�.ibJ� . i s  -ne� (w_unt.'!' Ef '."�"�S! .. > .·. 4 )  Raad W i l l ing H i nds ( T\jpe I I ,  SD=20, H i n  SN=S i 

Th i s  i s  a ' reverse t e l epath\I' and works in the 
same mannQr ( but oppositQ d i rection ) as the 
T e l epath'I spe l l .  

5 )  Locate Object < T�pe I I  SD=25, Min SN=5 j 

Caster w i l l have a 1 X  chance per ET oT l�arning 
d i rection ( but not d i stance ) o f  the desired object 

�ro �  the present location. 
6 )  Probe M inds . C T�pe I I , SD=30, M i n  S N = 1 0 )  

Caster h a s  a 1� chance per E T  o T  obta i n i n g  an 
answQr Trom thQ m i n d  OT another person . 

7 )  $Qe I n b i s i b l e  < T\jpe I I ,  SD=3 G ,  M i n  SN=S > 
The' caster has a 5/. chance Per ET OT seQ i n9 

somethinq that is invi s i b l e .  

8 )  X-Ra� V i s io n ( T�pe I I ,  SD=30, M i n  SN= 1 0 >  

The caster can see through 1 inch OT an�th ing 
per ET a l l ocated to Intensi t'11 in an area o� 1 

squ&rQ �oot pQr ET a l l o catQd to ExtQnt . Lasts onQ 
t i m e  step Per 10 E� a l l ocated to Duration. 

S >  C l a i rtactance C T�pe I I ,  SD=3S, M i n  SH=S> 

Caster dec l ares exact d i rection and d i stance, 
and Judge tel l s  what he �eels ( with hands ) at that 
p�int o n l \I .  Gets one ¥Qal par 10 E ¥ .  Ma� change 
location Tor each �ee l . 

1 9 >  C l ai raud i ence C T�Pe I I ,  SD=35, M i n  SN= 1 0 ) 

Same as C l a i ractance except that Judqe tel l s  

what he w o u l d  hear at that p o i n t .  Can ' l i sten' one 
t i m e  step per 10 Ef . 

1 1 )  C l airvo�ance C T�pe I I ,  SD:40, M i n  SN= 1 5 >  

Same as C l a i rtactance, but judqe te l l s what h e  

wo. u l d  · se.e i� he were at that point lookinq i n  the 
d1rQction tha castQr J s  l ook i ng . GQts one 9 l i mps� 
( ma" chanq� l oc;a t i on Tor each <;1 i i mpse i per 25 E f .  

1.2) $peak w i t h  Dead < T�pe I I ,  SD=50, M i n  SN= 1 5 )  

One quQst i o n  w i l l  b e  answered ( w ith. 75/. chancQ 
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of correct answer ) per 25 Ef . 
f )  CONCENTRA T I O N  

These are a l l  temporar� i ncreases/or decreases 
of one of the tarqets' character i s t i c s .  The 
choices are lntel l i qence, � i sdo�, or Dexte r i t � .  
Th i s  i s  a T�pe V I  spel l ,  and so the target must 
fa i l  i ts saving throw to have an effect ( even for 
an i mprovement ) .  I f  the saving throw i s  fai l ed ,  
the characte r i s t i c  w i l l  i n crease/decrease 1 'for 

each Ef a l l ocated to Intensit�. Th i s  change w i l l  
l ast for one t i me step per 1 0  Ef a l l ocated to In
tens i t � .  =Al l three spe l l s are SD=20, M i n  SN= 1 5 .  

G >  PROTECT I O N  
1 )  M i nd Bar C T�pe I ,  SD= 1 5 ,  M i n  SN=2 ) 

Th i s  q i ves the caster protection against t�pe 
V I  spe l l s .  I f  an� �uch s�e l l  i s  d i rected at h i m ,  
the "attacker ' s "  Ef i s  l owered b� the amount of Ef 
a l l ocated to Intensit� on t h i s  spe l l .  W i l l  last 
one t i me step for ever� 4 Ef a l l ocated to Durat i on .  
Can be extended to i n c l ude a l l  characters w i t h i n  a 
radiu� of 1 �ard per 5 Ef a l l ocated to Extent . 
T h i s  defense w i.1 1  o n l �  move w i th the caster i f  5 Ef 
is a l l ocated to Hob i l i t � .  

2 )  Wa l l o f  W i l l  C T�pe 1 1  SD=20, M i n  SN=2 > 
T h i s  i� the same as M i n d  Bar, except 

against T�pe V spe l l s .  

i t  works 



Optiona l :  Magical Devices 

An� character w i th more than 1000 M a 9 i c  Experience 
Points i s  ab l e  to emP�r• a m a 9 i c a l  aura upon a Ph�sical 
lte�. This ttem � t l l  then b e  c a l l ed a Magical Dev i c e .  Th e  

. · Dev i c: e  w i l l  now • conta i n • spe l l s  a nd the advantage of 
having such a dev ice i n  i ts ease oT u s e .  

Th« pn�s i c a l  item t o  b e  used ma� be v i rtua l l� an�
thtng. KQep i n  m i n d ,  however, that •omethinQ too �ma l l  
i s  e a s i l �  l o s t ,  and something too l arge ma� be hard to 
carr� around. Popular items are staves, amulets and r i ngs 
C even w«apon:s ) . 

OncQ the item i s  selected, i t  must be read i e d .  An� 
particular item w i ll i n i t i a l ! �  be Trom -25A to 7SA read� 
( 1  to 100 d i e  ro l l  -25 ) .  An� character w i t h  more than 
1000 M a g i c  Experience Points w i l l  be a b l e  to t e l l how 
•read�· an� i t e m  i s .  I f  the i tem i s  not otherw i s e  spe

ci�l in an� wa� ( man� l i k e  i t  can be Tound ) ,  there i s  no 

sense in wasting t i m e  .rol l i ng d i c e  to de term i ne the i n i 
t i a l  read i ness- Just assume i t  i n  70-75 per.cent read� 
( e . g . , _  i t  i s  neccessar� to ro l l  from -257. to 75� if the 
character w i shed to us e h i s  one-of-a-kind item, for exam
p l e :  h i s  z i r�on-encrvsted tw�ezers. IT man� dup l i cates of 
the item c�n be Tound, i �  can be assumed that the best 
one has been found ) .  

No� t h e  item must be ra i se d  t o  100X read� . First add 
�our i n te l l i gence to its i n i t i al readiness. Now, each Ta
t i gue p o i n t  permanent } �  lost w i l l  r a i s e  i t  b� 2Y. . Thesa 
are PQrmanent loses ( The charac�er ' s  normal total fatique 

point total i s  reduced b� the proper amount) . 
Once the i t e m  i s  1 00X read�, a spe l l  �a� be emplaced. 

The character ma� choose an� of h i s  spells . After an ex
penditure of 1 permanent HtK b� the character ( �es
permanent ! ) ,  the spe l l  i s  •part• of �he d e v i c e .  The SN 
and EN of the spe l l  i n  the device are that of the 
character's at that t i m e - i t  never w i l l  chanqe . 

At t h e  t i m e  the spe l l  i s  emp!aced, the character must 
designate what w i l l  t r i gger the spel l .  The " t r i gger• i s  a 
spec i f i c  a c t i o n  b� the h o l der of the dev i c e .  T h e " t r i qqer• 
ma� bQ ver� comp l i cated: e . q . ,  must be dur ing Tu l l  moon 
and must jump up and down 3 t i mes w h i l e  rec i t i ng •Reqrub
neffua ltreknad • .  Or i t  ma� be s i m p l e :  i f  the h o l d e r  sa�s 
"Stop ! "  the t i me stop spe l l  w i l l  go into effect. Note 

that compl icated tr i qqers w i l l  take t i m e  to emp lo� ( suf
f i ccnt t i me ma� not be ava i l a b l e  during a melee ) .  

A l s o ,  an i n d i c a t i o n  of how tke spel l s  target w i l l  b e  
deter m i ned must be made when the spe l l  i s  emplaced . For 
exam p l e : the fireba l l  w i l l  shoot straight out of the end 
OT i t s  sword-or- the stafT w i l l  put to sleep whoever i t  
i s  poi n-ted at . 

A d d i t i o n a l  spe l l s  ma� be empl aced in a dev ice i n  the 
same manner < and at -the cost of one permanent HtK each > .  
However, �or each add i t i onal spe l l  emplaced, there i s  a 1 

-:· i n  1·2 chance that i t  was • overloaded • ,  and a 1 1  prev 1 ous 
amp,l.�ad spQ } l s lost. 

�hen a device i s  used to ca;-t a spe l l  i t  i s  i n  a l l  
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wa'ls s i m i l ar to a normal SPQ l l  QXcept as notQd an�whare 
in t k i �  r u l � .  The SN and EN are thos� of the spe l l  when 
it was e m p l a c e d .  There are never any mod i f i er s  t6 the SN. 

7he fati9ue p o i n t  cost · to cast such a spe l l usirig a dev
i ce i s  I FP per 10 EN . 

I t  m i ght not bQ obv i ous ,  but therQ i s  a huge· number 
cf t�ings that c�n be done w i th th i s  maq � ca l device r u l e .  
Examp l e s :  A sword that contains a Heroism spe l l  d i rected 
at tts user, trt qqered whenever a HtK i s  scored against a 
monster. Ca�pcts w h i c h  T l 'l  when sat upon. Rings that 
cau$e i n v i s i b i l it'l when worn . Etc . , etc. Note that the 
spe l l  cast i s  automat i c  when triggered. The Fatigue 
Po i nt cost i s  pa i d b'l whoever tr i ggered i t .  

B e l o w  are some examples of a few POS s 1�1 I 1 ti es . • 

A sword w i th a h e r o i s m  spe l l ,  tri ggered b'l drawn b l ood or 

a m a g i c  W O t"' d .  
A sword w i th a l i ght spe l l tri ggered b� ho l d i ng t h e  sword 

vert t ca l .l 'J .  
A necklace of t n v i s i b i l i t'l set off by body heat . 
Two bracelets that when touched 

spe 1 1 .  
em i ts a · fear-

oA r i n q  w i th a stone, · turn i n g  the stone to the r i ght em
parts magical resi stance to i t s  user, to th� l e f t  
cau�es t h e  user � 6  become confused . 

A m i rror that wh�n looked into turns the v i ewer to stone. 
A wooden s h i e l d  w i "th an ' i ron wa l l '  spe l L ac"ti v&"ted b� a 

weapon b l o � ,  q i v i n9 the user a +3 on defence. 
A cape of f l � i n q ,  tr i gqere d  b� Jump i n g  off a c l i ff for 50 

f eet < SPLAT !· on 43 foo"t c l iffs ) .  
Hel mets "that. when worn cause �ro�"th or shrlnkaqe 

wearer, or that empart a detect i o n  spe l l .  
A b e l t  that l e v i tates its wearer when p l aced 

COr"r""� C �  no+ck . 

of 

i n  

"the 

t"he 

Remember, 
s i m p l �  sa'l 

a l l  a maqical device creator has "to do i s  
wha� the trigqerinq mecha n i s m  i s ,  o�ce done , 

i "t  cannot be changed . A l so remember "tha"t no one except 
the �reator knows the t r i 99er, f i nders of devices w i l l  
not know i t  unless t o l d  or through tr i a l  and er.ror, i n  
fact", the� s h o u l d  no"t even •u»Pect a f i nd i •  a maqical 
dev i ce u n l e s s  a 'detect maq i c '  spe l l  i nd i cates the poss i 
b i l i t �  or the f i nder sccidcnta l l � tri qqers the mechan ism 
( l et ' s  hope he reme�bers how 1 .  

+ 0 

� 
... • 

+ � 

+ 
� • 

.... + 
+ 
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Optiona l :  Scro l l s  

An� Ph�sical Ma9 i c  Spe l l  ma� be w r i tten down on paper 
( a  scro l l ) . Obvious!�, the character must have paper to 
do so . The time needed to write i s  1-6 hours. 

Once a scro l l  has been read and l earne�, the charac
ter ma� . cast thQ spQ l l  as another spQl l ,  or he ma� cast 
i t  b� read i n 9  i t  from the scro l l .  Read i n 9  i t  to cast has 
so�e advantaqes and d i sadvantaqe s .  When read i n g  i t ,  there 
i s  a + 1 0  m o d i f i e r  �o the SN d i e  rol l ( but NO other modi�
iers ) .  The scro l l  must be in hand and read dvrin9 �he 
cast . I t  takes 0 . 5  m e l e e  rounds per t� Ef to read the 
scro l l . The fatique point cost i s  o n l �  1 fat i que point 
per 1 0  E f .  There i s  a qreater chance o f  m i stake due t o  
m i s-readin9: a d i e  ro l l  of a 1 ,  2 or 3 durinq the S N  d i e 
ro l l  is a back f i r e  ( see Back f i re ) .  

Maqic Experience 

A character reciavas quaranteed experience po i nts in 
Maqic for each tiMe one o f  the fol l owinq is accomp l i shed: 

maq i c exp. pts. 
For l earn in 9 new spe l l 100 
Succass f u l  spa l l cast: 

a >  if' SN was: qrQater than 20 100 
b )  i T. 1 5  < SN < 2 1  5 0  
c )  i f  10 < SN < 1 6  30 
d )  i f  5 < SN < 1 1  1 0  
e )  i f  SN < 6 0 
f )  i f  cast w i t h  Ef = EN 50 

As w i th a l l  experience, 
points e&rned v t a  'tasks' . 

these are i n  add i t i o n  
( see Exper i e n c e )  
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etrlrrit!i 
Good and Evi l 

C l e r t c i sm is a cateqor� of experience i n  which ex-

perience p o i nts are earned b� d o i n g  or promot i n g  one or 

the other of the two opposing forces i n  the un i v erse, 

qood and evi l .  The qrowth i n  experience, though, i s d i f 

ferent from t h e  othe� cateqories i n  �hat �our p o i n t  total 

can o n l �  be in one of the two s i de s ,  Qood or ev i l . There

fore , the h i gher number i s  the s t d e  a character i s  o n ,  

fur�her actions i n  t h i s  •force" g i v e  exper i ence p o i n t s  

w h i l •  a c t i o n s  i n  the opposite "force• subtract experience 

p o i n t s ,  evQn +o cause thG pQrson +o s w i t c h  to thG othQr 

s i d Q .  From t h i s  i t  can bQ seen that most p e o p l e  w i l l  

r e m a i n  around 0 �r f l uctuate between good and evi l .  On 

the other hand, those characters that are t r u l �  qood or 
ev i l w i l l  be a b i e  to use these •forces• to promote i t  

further . A l l  characters s h o u l d  keep a track o f  good/ev i l  

poi nts so thQ� ma� be cataqor i 2Qd for purposes that w i l l  
be exp l a ined b e l ow .  

C l er i ca l  m i r a c l e s  are d i fferent th�n m a g i c  spe l l s  

that i n  ra th �r · +han affac t i n q  a n  obJects p h � s i c a l  or men

ta l state, i t  af�q�ts the nature of an object i n  a l tering 

i t s  compos1 t i on of t h e  2 powers . A c l er i c  can cause 4 

t�pes of m i r a c l e s ,  detection m i r a c l e s ,  m i r a c l e s  cqused b� 

h o l d i nq back th� opposinq force, h o l d i nq back the oPPOs

i nq f¢rce wh� i le ho l d i nq �o�� own, or w i thdrawinq �our 

force q u i c k ! � ,  caus i n g  a •vacuum• w h i c h "  can have p h � s i c a l  

QffQcts. At a n �  m�mQnt, qood and Qv i l  arQ a t  odds w i t h  

each other, tr� i nq. t o  ga i n  control over the other . Th i s  

has a n  effect on the success , for an i nd i v i dual o r  object 

w i t h  qood " control l i nq • or permeating it w i l l  be protect

ed i n  some wa� from evi l ( hard•r to move ev i l  i n )  m i ra

c l e s .  Th i s  is refl ected i n  saving throws vs . c l e r i c a l  

m i racles . ( see C l e r i c a l  Sav1nq Throws ) .  T h e  p o i n t  to

t a l s  of characters t n  t h e i r  c l e r i c  cateqor� becomes i m 

portant i n  that t h i s  represents t h e  character's "amount• 

of good and ev i l  and affects h i s  resi stance aqai nst the 
m i racl e .  A charactQr who I� rQa l l �  Qv i l  w i l l  bQ protect

ed from qood, �h i l e  ev i l m i ra c l e s  would have a greater 

chance of success . A q a i n ,  qood and evi l  deed� C rated i n  

a " task · form-see Tasks-C l er i ca l > are rewarde d · and the 

d i fference determines �our own personal good or ev i l les

s o n .  For exam? i e ,  a ? l a�·r· s�artinq out 9•ts 3� " good • 

points a n d  1 0  " ev : l "  P o i nts . H t s  total for c l er i c a l  ex

perle�ce w0� l d  be 21 ( to � h e  qood > .  I f  he gets 1 0  more 
qood i t  w o u l d  qo to . "30-qood " I f  he then earned 50 ev i l  





p o i n t s ,  h i s  total w o u l d  b e  C 30g + 5 0 e ) =  20-ev i l .  

constant change of points continues on throuqhout 
characte r ' s  l i f e . 

I n  the experience bonus table the c l e r i c  w i l l  be able 
to gain Enerq� Points C EP )  and Spec i a l  Power C SP ) .  Ener
q� points a l l o w  the c l e r i c  to cause m i ra c l e s  due to their 
good or ev i l  nature . C l er i c s  ma� cause miracles of a 
d i fficult� C H i raclQ D i f i cuJt� � MD > Qqual to thQ i r  EP to
tal or bel o w .  The c l e r i c  uses h i s  energ� points as he 
causes m i r a c l e s  at the rate of 1 EP/mirac l e ,  regardless 
of m i r a c l e  d i f f i c u l t � ,  reqardless of whether �he attempt 

succeeds or fai l s .  As the character temporar i l �  de
creases i n  EP, i t  qets harder for h i m  to cause more m i ra
cles . I t  should be noted that the c l e r i c  ma� cause m i ra
c l es of d i f f i c u l t �  e�ual to h i s  normal total EP, not h i s  
temporar� EP value due to previous m i r a c l e  attempts . 
Good c l e r i c s  renew t h e i r  EP to the maximum ( 1 0 0 X )  a t  
dawn, ev i l  c l er i cs q o  t o  t00X at sunset . When ' renewed ' ,  
the character i s  back to h i s  fu l l  normal maximum EP . 

The other tota l ,  Spec i a l  Power C SP ) ,  should be "kept 
as a series of seperate tota l s .  The I S P ,  2SP and 3SP 
r o l l s  represent separate ab i l i te s ,  that are not to be to
taled together . I f  a character ro l l ed " 1 SP "  t w i c e  and 
"3SP" once, i t s h o u l d  be recorded as " + 1 , + 1 , + 3 " . These 
numbers a l l o w  the c l e r i c  to tr� to cause m i racles of a 
h i gher d i f f i c u l t �  than their maxi�um. C A  +1SP to e EP 
c l e r i c  c&n �r� a � i rac l e OT d i f f i c u l t �  31 norma l l y  not 
a l l owed h i m . )  On�e done, the c l er i c  loses �he appropriate 
SP Bonus . I n  �he abova case, i t  would qo from + 1 , + 1 , +3 
to + 1 ,+3 . If he tried a m i ra c l e  of d i f f i c u l t �  1 �  or 1 1 ,  

he would hava had to remove the +3 and co�ld not do 
another +3 unt i l  he rol l e d  a g a i n  on the bonus tab l e .  No
t i ce that � h i s  does NOT q i v e  the c l e r i c  an� temporar� EP 
i ncreases to i mprove h i s  chance OT success i n  the mira
c l e .  



M i r a c l e  Attempt 

To succussTu l l � cause a m i ra� l e 1 the cleric must ro l l  
qreater than or e�ual to a tot� l of ( 1 6 + MD - EP ) on a 

2� � 1 ded d i a .  T h i �  d i e  ro l l  ma� h&va a modifier Tor t i m a  
spent . concentrat inq . These modif iers are the same as 

those l isted for concentrat i o n  for maqical spe l l  cast1nq1 
except that 3 sho u l d be subtracted :  

T i me spent concentrating d ie mod i Tier 
1 me l ee round 0 
2 me lee rounds 0 

5 me lee rounds 0 
1 m i nuta < =1 0  me lea rnds ) 0 

2 m i nutes +1 
4 m i nutes +2 

8 m i nutes +3 

1 /4 hour +4 

1/2 hour +5 
1 hour +6 

and so on ( see Success Number i n  Maqtc r u l e s )  

I n  an� m i rac le attempt, i f  the 20 s i ded d i e ro l l  i s  less 
than the number necessar� Tor success, the c l e r i c  w i l l  
take damaqe < i n fatigue p o i n t s ) e�ual to the amount under 
the requirQd numbQr . 

It shou l d be stated a9a1n that a l l  characters have 
9ood/ev i l  point�, and a l l  belon9 i n  one of the cateqor i e s  
( a  through g ) .  However, b �  d e f i n i t i o n ,  a c l e r i c  must 
have qreater than 1000 points i n  e i ther d i rection ( good 

· or evi l ) . So, a c l Q r i c  ha� parformQd qu ite a number of 
qood ( or evi l )  deeds . A c l er i c is defined as one who has 
accumul ated so man� good ( or evi l )  po i nts that through 
a l l  of h i s  ro l l s  on the Experience Bonus T a b l e ,  he has 
r o l l ed at least one EP C Energ� P o i n t ) .  Therefore, i t  i s  
poGg i b l Q  to becomQ classiTied aG a c l Q r i c  aftQr on l � 1000 

good ( or ev i l ) p o i n t s ,  if �ou are luck�; or one m i qht 

never achieve i t .  

Each t i me a c l e r i c  qains qood/ev i l  points such 
he passes a thousand-mar k ,  he qets to ro l l  on the Experi
ence Bonus T a b l e  in the c l e r i c a l  c o l u m n .  I f  h e  reverses 
dirQction ( toward ev i l from Qood, or v i cQ VQrsa ) and 

passes a thousand-mar k ,  he rol l s  on the tabl e , but he 

loses an� resu l t .  For examp l e , i f  a character has 1 0 , 000 

qood p� i nts and then 9ains 1000 more good points, he w i l l  
qe� a r o l l  on the Bonus Tab l e .  I f  he then l oses 1000 

qood po i nts ( b� Q&rninq 1000 Qv i l  point� ) hQ ta�Qs anoth
er ro l l  but subtracts the result ( i f an� ) .  

Misdom i s  the spec i a l  character i st i c  that i s  i mpor

tant to c l er i c s .  Characters with a l o w  w i sdom mlqht not 



even rea l ize whether an� act i s  qood or e v i l .  I n  order 
to reflect th i s ,  the chart below w i l l  be used to deter
mine the � bonus or penalt� for an� qood or ev i l  points 
awarded : 

W i sdom � Bonus 
3-S -30 
7-8 -20 
S-12 - 1 0  

1 3 - 1 4  0 

1 5  + 5  
1 S  + 1 0  
1 7  + 1 5  
1 8  +20 
t s  +21 

etc. 

C l e r i c s  with 15 or qr•ater wisdom r•ceive 1 EP upon 
reachinq their f i rst 1 0 0 0  qood ( or evi l )  Points, in ad
d i t i on to the normal bonus ro l l  for passing a thousand
mark . 

Example: D i n s  the �••k has Wisdom=1S, FP=S, HtK=3, 
and assume he has 200 good points. Next t i m e  out, 
so�ehow he qets 1200 ev i l  points ( must have raped his 
grandmother, then tortured her, then k i l l ed her1 
etc, etc . !  ) . S i nce h i s � i sdom i s  1 8  he gets a 10� bonus 
and so actua l ! �  earned 1320 av i l  po ints . Th i s  puts h i m  
at 200G +1 320E = 1 1 2 0 E .  H e  passed a thousand-mark, so he 
qets a ro l l  on the Experience Bonus Tab l e .  H e  a l so qets 
the automa t i c  1 Energ� P o i n t  < EP >  for h i s  f i rst 
1 000-mark . He now can tr� to cause m i ra c l e s  of d i f i c u l t �  
C HD )  1 .  H i s  success number for such a m i r a c l e  i s  1 6  +1 
-t = 1 6 .  I n  order to cause a m i ra c l e  h e  must ro l l  a 1 6  or 

qreater . Assume he tries and rol l s  a 1 3 .  He )oses 3 Fa
t i que Points, and he w o u l d  use up the on� EP for the rest 
of that da�. One da� D i n s  meets Gok the Good, and Gok 
t r i e s  a m i r a c l e  of d i � i e u l t �  C HD )  3 on D i n s .  AssuMe Gok 
has 1 1 000 expe� ienee po i nts on the good s i de .  Cons u l t i n q  
the C l e r i c a l  S a v i n q  Throw Table, and know i n q  that D i n s  
has 1 1 20E and thereTore i s  cate9or� " f " ,  i t  is seen that 
D i n s  needs �o �o l l  a 8 or bet�er �o save himself . . . •  
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Savin9 Thraws versus Miracles 

For miracles to take effect aqainst a character , that 
char�cter · qets a chance to make a saving throw. This i s  
due t o  th• i nherent power of th• 9ood or ev i l  for.ces .  
ThQ charactQr ' s  qood or QV1 l ratinq w i l l  dQtQr m 1 n Q  what 
num�er he must ro l l  on a 20-sided d i e  to prevent the ef
fects of the mirac l e . A p l a':ler w i l l  be in one of 4 ca-

te�ories in e i ther a qood or evi l d i rection. These are: 

usual l ':I qood C c ) 

gcod < b )  

ver':I c;iood ( a ) 

Neutral ( d )  
or 
or 
or 

usua l l 'I ev i l  C e )  
ev i l  ( f )  

ver'd ev i l ( q ) 

and the one that describes a character depends 
on h i s  qood/ev i l  p o i nt total : 

Good/Ev i l  Pts Tendin9 Good Tend ing Evi 1 
0 200 neutral ( d )  neu"tral ( d )  

201. - 500 usua l l ':I 9ood ( c )  usua l l 'J  ev i 1 ( . )  
SG1 - 2c.l00 good ( b )  '2V i }  ( f .. ) 

2001+ ver':I qood c a >  ver':I ev i l  ( q ) 

·c 1 eri ca 1 M i r a c l e  Saving Table 

Ev i l  versus ---> a b c d e -f g Evi l /Good Pts 
Good versus ---> q f e d c b a of attempter 

-------------

s s 7 8 9 1 0  1 1  0 to s,000 

6 7 8 9 1 0  1 1  1 2  SK to 10K 
7 8 9 1 0  1 1  1 2  1 3  1 0 1<  to 15K 
B s 1 0  1 1  12 1 3  1 4  15K to 20K 

9 1 0 1 1  1 2  1 3  1 4  1 5  20K to 30K 

1 0  1 1  1 2  1 3  1 4  1 5  1 6  30K to 45K 
1 1  1 2  1 3  1 4  1 5  1 6  1 7  45K to SSK 

1 2  1 3  1 4  1 5  1 6  1 7  18 65K to 90K 

13· 1 4  15 1S 17 1 8  1 9  90K "to 1201< 
1 4  1 5  1 6  1 7  1 8  1 9  20 120K + 

Hiracles that have a saving throw associated w i t h  
them u�• th02 abovc;r tab l e .  Thc;r character causing the 
miracle i s  c a ! l e d  the att�mPter. Determ ine the �arqe"t 
character ' s  cateqor� C a , b , c , d , e , -f , o r  q ) .  Attempter i s  

e i ther ev i l  o r  qood. T h i s ,  w i th target's cateqor� q i ves 

correct column. Index t h i s  with the attempte r ' s  Good or 
Ev i l  point total q i ven i n  Tar right c o l umn . lhe result
inq number mu�t be ro l l ed or qreatQr Tor thQ tarqQt char
acter "to succeed in h i s  savinq thro w .  I T  h e  ro l l s equal 
to or qrQater than .the number, he �ill not be aTfected b� 
the m i r a c l e .  C In t h i s  CQse there is no penalt':I to c l er

i c ,  other than lostnq the 1 EP > .  I f  �he d i e  ro l l  i s  less 
than the number, the m i r a c l e  takes Tu l l  eff�ct. 



l ' ,."" ., 

C l e r i c a l  M i ra c l e s  

A l l  m i r a c l Q s  have a duration o f  one hour or unti l 
dawn for an Qv i l  c l e r i c  or sunset for a qood c l e r i c ,  
whichever i s  l onqer ( un l ess otherw i se noted ) .  The range 
�f the rnira�les which have a savinq throw i s  as far as 
th� c l er i c  can see. When exp. pts·. i s  referred "to, use 

�he c l e r i c ' s  number of qood/ev i l  points. A l l  ca�es b e l o w  

wh,ere "there i s  a phrase " e x p .  p"ts . /softle-numbe l"' " , d i v i d e  
the c l el"' i c ' s  qood/ev i l  points b� t h e  'some-nuftlber' . 

M I RACLES WMICH REPEL TME OTHER POWER 

Pro�ec"tio" - M i ra c l e  D i ff i cu l t �  t HD >  = 1 

T h i s  miracle gives a +1 on sav1nq "throws/20 ,000 
experience p o i nts of the c l e r i c  causing "the ftl i r a c l e ,  
a�ains� a �irac l �  o f  the oppos i n q · power. It can be 
q i v• �  �o prota�t the clel"' i c  or another be i n q .  

Purlf�/T�int - MD = 1 
The �b ! l it� to m�ke food and water ed i b l e  or 

t�inte�. ( I f 1ain�ed, eat1nq causes s i ckness and loss 

of 50� of FP fo� 19-cons� i t u t i o n  hours ) .  
CurG/Wound - MD = 1 

A l l ows the c l e r i c  to cause hea l ing or i n f l ict 
wound9 in th• amount of 1-6 HtK for each 20,000 ex
p � r i  ence points of the c l er i c .  Subject to savin� th�ow 
for the -ts�get, e"en if' f'avorab l e  "to the target . 
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·Fa-tes;; - HI) = 2 

This m t r a c l e  a l l ows the c l er i c to re-ro l l  an� d i e  

ro l l  that h e  i s  present for. He must state before the 
d i e i s;; cact that he w i l l  tr� th i s m i r a c l e .  He then 

chooses w h i c h  ro l l  w i l l  app } � .  
Potson/Neutra i ize Poison - HD = 3 

A m i rac l e which makes poison harm l ess or turn sub

stances poison. The eTfect i s  permanent, unless 
chan9ed b� -the same t�pe of m i rac l e . 

Summoning Ev i l /Good Mani festat i o n  - MD = 5 

This w i l l  summon a be i nq i n  1-4 melee rounds with 
1-6 HtK, 2 - 1 2  FP,1-6 NP, and 1 unit of armor class/ 

1 9 1 000 experience points o f  the c l e rj c .  I t  carries one 

weapon of �he clerics cho i ce and is respons i ve to h i s 
voice on l ,,. .  

Cure large wounds/ l n T l i c t  l arqe wounds - HD = 5 
As "Cure/Wound " ,  but w t l l double the amount of 

dam,9e cured or i nT l i cted < and doubl� a9ain at 1 00 , 000 

and 200,000 experience points ) and can mend or break 
bones;; . Use saving throw. 

Protect ion from Ev i l /Good - HD = 6 

A b.arr i er sur.round i n<;i the c l e r i c  i n  a rad 1 us = to 
h i s  experi ence points/1 , 000 feet. Each 1 0  feet OT bar
rier g i ves a +1 savinq throw . An� beinq of the other 
power enterinq this radius i f  it i s  not movin9 is sub
ject to 1 - 6  FP · damaqe ever� 1 0  feet . 

Cal l  of Good/Ev i l  - HD = 6 

This m i rac l e causes the voice of the c l e r i c  to 
sound as loud as thunder . T h i s  can a l s o  cause stun

n i n g  to a l l  to a l l  w i t h i n  50 �eet o� the c l e r i c .  The 
s;;tun lasts Tor 1-4 melea rounds;; /20,000 experience 

po i nts of the c l er i c .  Duration = 1 c a l l .  
S i l ence - MD = 2 

The caus i n9 o� a l l  noise about the c l e r i c  in a ra
dius = to c l e r i c ' s  exper ience po i nts / 1 , 000 �eet, ex

cept h i m.s;;e l �  if he so wishes:. 
Eless, Good or Ev i l  - ND = 3 

When p l aced upcn a person or object, i t  gives a +1 

bonus to a l l d i e  r o l l s  aqal nst the object or person 

�rom the other power and a +1 on a l l  · attacks aqainst 
the other power. At 75 , 000 e x p .  pts . +21 at 1 5 0 , 000 
exp. pts;; . +3, etc. 

Curse/Remove Curse - HD = 3 

· This causes or removes a d iscom�ort , looks change, 
or character i s t i c  dra i n .  I n  causinq d i scomfort ( i tch, 
breath b l ock , 1: � i tch , etc . � it causes a 10-60� /75,000 

exp . pts . against an opponents HP . If used on a 
character i sot i c < STR, I NT , etc ) ,  subtract 1 - 6  

points/75,000 exp . pts . T o  remove a curse, a curse 

must a l read� be there. This ef�ect l asts unt i l  remove d 



or u nt i t  IS-const itution WQek( s ) .  
throw . 

Cure D i sease/Cause D i sease - MD = 4 

SubJect to saving 

The a b i l i t �  to cure/cause s i ckness in exp. 
pts . / 1 00 b e i n g s  ( as a tainted food consumption ) or a 
s i n g l e  serious s i ckness i n  one b e i n g .  Lasts unt i l  
curQd o r  hQa lQd . S ubJQct t o  savinQ throw. 

Heroism/Ant i-Heroism - HD = 7 
T h i s  m i r a c l e  causes a person 

HP ) as a h i gher or lower 
Add/subtract 1-S MP/ 30,000 e x p .  

Tame/StampQde - MD = 7 

to fight ( i n terms of 
exper ience fighter. 

pts . of the c l e r i c .  

The abi l i t� t o  cause o r  stop a stampede o f  unin
te l l igent beings. 

Para l � s i s , B l i ndness-cure or infl i c t  N D  :d. 8 

Caus i n 9  or cur i ng e i ther of the above m a l a d i e s ,  
SubJect t o  saving throw. 

D i spe l }  E v i l /Good - ND = S 
Causing an oppos ing m i racle to be d i spersed, or as 

a d i rect assault agai nst another of the other power 
i nf l i ct i n g  a 1 , 000-2000� experience point loss to the 
bei n'<;J in h i 5  c l er i c  categor'J ( good or evi l ,  i t  ap
proaches 0 ) .  Or caus i n g  1 - 1 0  HtK/25,000 exp.pts. Sub
Jec� ta saving throw. 

Good/Evi l Power Word - HD = 10 
A s i n9 l e  utterance b� the c l e r i c  causing d i fferent 

ef�ects depen d i n g  on who heres it ( � i t h i n  exp.pts./100 
'lards ) due to the i r  goodness or ev i l ness . To those i n  
c�t�qor"' n - �"tun 1-S mQ}QQ rou�d�. i n  C or E - a� D 
and l··S FP damage, in B or F - as D , C , E  and 1-S HtK 
damage, i n  A or G - as B 1 C , D 1 E 1 F  and 1-S additional 
HtK damage. Subject to saving throw. 

S"'mbol - HD = 1 0  
As "Power �ord " ,  except that a n  object is denoted 

which causes the above effects when looked upon. No 
saving throw. 

D E i E C T I O N  M I RACLES 

Detcti�n Good or Ev i l  - MD = 1 
A l l o w  detection of a being of oppostnq or same 

power. 
Diree�ion - MD = 2 Gives the vector ( d i rect i on on l � )  

to a qiven p l a c e  known b"' name to the c l er i c .  

D i r £ c t i o n  Object - M D  = 8 
Gives the �ector < d irection and d i stance ) to a 

given object/person previous!� touched b� the c l er i c .  
P o l ��raph - M D  = 4 

Can d��ect •truth or l i e "  of a statement or ges-

ture ma"de b� another be i ng .  SubJect to savinq .thr-ow. 



MIRACLES OF HOLDING BOT� FORCES 

H o l d  - MD = 2 

The ab i l it� to " freeze" i n  their tracks 1-6 i n d i 
v i d u a l s  for 1-6 m i nutes/20,000 exp . pts of cl er i c  - or 
to " f reeze" 1 i n d i v idual for a standard c l e r i c a l  dura
� 1.on. Su� J.ect to sav i nq throw. 

Do�ination � MD = 4 

The ab i l l t� 
creatures/be i ngs 

to qive s i mp l e commands to 
as suggestions ( not d i re c t l �  harmful 

to �ha target ) ,  such as " l ook that wa� · ,  " i gnore us • ,  
·�cra-t'ch" .  

Force F i e l d - MD = 8 T h i s  m i r a c l e  p l aces a force f i e l d  
vs . ph�sical obJects as �n iron wa l l  i n  an area of 
C exp .pts/1 0 0 1  feet squared, or i n  a radius as " si l ence 
m i racle" . The wa l l  is p l aced perpend i c u l a r  to the 
fac i n g  of the cleric, in front or in back of the cler
i c  up to [ exp.p�s/1 00 ] feet awa� . 

Crush -· MD = 1 0  
The abi l i t·� to "focys" a force f i e l d - l i ke pincer 

wherever the c l e r i c  w i shes < as force f i e l d )  doing e i 
ther: 1 )  an area crush ( 2  ' w a l l s '  1/2 s i z e  of 
force f i e l d ,  or 1 fu l l  s i z e  downward ) doinQ 2-12 FP 

which does 2 - 1 2  FP and 1-6 HtK per m i nute per 50,000 
axp.pts o f  the c l er i c ;  or 2 )  a sma l l  p i ncer C hand 
s i z e ,  for l i mbs , throats, etc ) wh i ch does the same 

damage . The c l e r i c  ma� at an� t i m e  l i m i t  the damage 
done ( so to Just p i n  the opponents ) .  Crush i s  i n v i s i 
b l e .  

H1RACLES HOLDING BACK E I THER POHER QUICKLY 

these cause ph�sical mani festations 
F l ame/Ext ingui�h - MD = 2 

Causing or extinguishing sma l l  f l ames i n
·

a radius 
as a S i l ence miracle < or less > 

Eruption - HD = 4 
Cause� an� i n an i mate object's i n� i des to spew 

fo�th ( l i k e  a qe�ser ) doin9 damage in a radius equal 
to [exp Pts/5000 ] foo t rad i u s .  An�thinq i ns i de radius 

takes damag e .  Amount depends on c l osenes to center . 
Each 10 feQt from the edge ( toward center ) 1� 2- 1 2  FP 

damage . Cleric ma� po i nt to ground and it w i l l  erupt. 

El ectr ical D izcharqe - MD = 8 
Th� c l er i c  points to the target and an e l ectrical 

dischar9a occurs there, doinq 1-6 FP damaqe/ 1 0 ,000 exp 
pts. Subject to saving throw . 
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Earth�uake - HD = 1 2  

Caus�s earth�uakes and volcanic eruptions i n  a ra
d i us e�ual to or d i rect ion up to exp. p t s . / S , 000 
m i l es .  The c l er i c  ma� protect a�� areas before the 
m i  rac 1 e happens 

Ec l i pse - M D = 1 2  
E c l i p s i n g  o f  thQ sun or moon for a durat i on of 

exp. pts./20,0�0 hours . 

P i l lar of F i r e  - MD = 1 0  

Th i s  creates a non-mov i nq tornado of f i re doinq 

1 - 2 0  HtK daMaqe/ 1 0 , 00 0  exp. p t s .  of the c l e r i c .  The 

p i l lar i s  exp. pts . / 1 00 feat h i q h  with a radius as 
• s i lence · .  I t ' s  duration i s  exp. pts . / 1 0 , 000 hours or 

less. 
Crack Ear�h - HD = 1 1  

A mira�le caus i nq the earth t o  spl i t  exp . pts . /10 
feat w i de .a.np exp . .P.i:S<.• /S...,. 000 19�.P .J..g.� . . UL .. �-'?!:'.!'. 
d i rect io n .  The crack can be u p  t o  S m f l es deep. Stan
dard durat i o n .  

Part - H D  = � 2  
The a b i l i t �  t o  part ocean�, rivers, forests, �oun

t a i n s ,  e t c .  f o r  eas� passaqe .  · Lenqth and w i dth as 
•crack Earth " . 

Ca l l  W i nds - MD = 4 

The ca l l t nq of the wind at the c l e r i c ' s  back = to 
exp. pts . / 1 , 000 MPH. 

Ani�a�e Objects - MD = S 
The ab i l i t �  to cause objects to shake v i o l ent!� up 

to exp. pts . / 1 0  pounds of object( s ) .  

I �  shouid he noted that a qood or evi l c l e r i c. can 
tr� to cause an� m i r a c l e  C a  qood causinq wound� or 
evi l curinq damaqe , for examp l e )  as lonq i t  promotes 
h i s  own power or force . I f  i t  does not do th i s h e  
s h o u l d  l o s e  man� < task 1 - 1 2 )  experience points t o  tke 
other power. 



iExprrirurr 

Experf Qnce i� inQ 9anaral term u�Qd to rafQr 

characte r ' s  improvement with aqe and pract ice . 
measured i n  ' experience points ' . A character ma� 

· e;xperi .. nce i.n an':I or al 1 of a number o-f categor ies: 
a )  F i g h t i n g  ( me l ee weapons ) 
b )  M i ss i l e  ( m i s s i l e  weapons ) 
c )  Maqic 

d )  Clertcism 

e )  Hea 1 i nc;i 

f )  Thi ever'J 

-to a 

It i s  
earn 

A p l a�er keeps track of h i s  character ' s  experience 
poi nts separate l ':I  for each cateqor':f . .  As experience 
poi nts are earned and awarded, the p l a'Jer adds them to 

the correct experience categor':f . 

There are certa i n amounts 
ea 1 1  ad ... anlcs; . 

50 

100 

200 

350 

500 

750 

1000 

1500 

2000 

of experience points, 

and each additional 1000 thel"a-aftQr . 

Whenever a rank is exceeded , the pla':ler qets a ro l l  

on the Experi ence Bonus Tab l e .  He cross-indexes a per

ccnt i l <!! d i e  ro1 1 w i t h  th<! correct c o l u m n  of experience. 
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Exper i ence Bonus Table 

x D i e  F iqhter- Maqi c Th ie f C l eri c 1-htal inq M i ss i l e  

------- ------ ------- -------

0 1 - 1 7 MP FP,SN TAP ·+1 Ace 

1 8-35 MP,FP EE TAP EP HP 

36-50 Htk , FP FP,SN TAP 

51-60 HtK,FP F P , E N  TAP SP FP 

6 1 -70 FP FP,EN TAP HN MP 

71-75 FP FP,EN 2SP HP 

76-86 MP,FP HtK HN 
87 Str Con � i s 3SP � i s  Str-

88 Dex Int Int Dex 

89-90 CoTI I Tit Dex L H so  1-lP 

91-93 FP SN HP 

94-98 FP EN EP FP 

99-00 l""O 1 1  a<;1ain -twice to 9ain two bon"ses 

------------------------------------------------------

wher-e : 

MP = 1 me l ee po i nt qa i ned b'f character-

HtK = 1 H i t to K i l l  

FP = 1 F'at i que Point 

Str = Strenc;<:J.i 

- tiex =-1 D"eX'T-e;:.-1 -t:-.i 
Con = 1 Const i-tut ion 
"' i •  = 1 W i sdom 
Int = 1 Inte l l ic;ience 

TAP = 1 Th i ev i n g  A b  i l i -t'll P-t . 

HP = 1 Hea l i nq Po i nt 

HN = .Hea 1 1  nq number decreased b'f one 
SN = SN's of maqical :spa l l s  l owered b..,, total eCl(u&l 

to lnta l l i qance 
E N  � EN of a l l magical s;pell� raised b..., 5 

EE = new spe l l  qained v i a  'Experi ence Enliqh-tenment• 
EP = 1 Ene�q'f P o i n t  q & i ned b'f characte� 
SP �5:���ft l  Power' qa i ned b..,, character 

For- a .deta i led explanation of exac-tl ..., what � 1 1  of 
these are, see the appropr i ate r u l e  sect i o n .  A l l  pojn-ts 

9alned i n  t h l s  manner- are permanent I ner-ease s .  
< Note for p l �'fers fam i l ar w i t h  other fant&S'f rule 

sets: Each experience level i n  other r"le sets 

corrt•Ponds rouqhl �  to 6-to-10 ranks in this r u l G  set . )  

Earninq Experience 

In each cataqor�, axperienca points; are assi <;1ned i n  

two qeneral mann�rs: v i a  the 'quaranteed' tab l e , or v i a  

the ' t a s k '  table . .  The guaranteed t a b ! e  i s  for- points 

t �at are earned each and ever� t i me a wPec 1 f 1 c  act i on oc

c u r s .  The task ta l be is not as spec i T 1 c .  and the judge 
i s  a l lowed much freedom i n  the awarding of P o i n t s .  I t  i s  

i mportant to �ota that an� exoer i & nce earned i n  one ea
tegor-� i s  added together i n that categor�, whether- earned 

as quaranteed p o i n t s  or- as task p o i n t s .  As a c l ar- 1 f 1 ca
tion, remember that mag i c  ex�er i e nce points are kept 
StP4�4�e f�om melee experience po i n�s, �or examp l e ;  but 
�h� maqic ex��riqncQ po i ��s m•qht hav� begn aarnad e i ther 
as c;uaranteed point�, or- task P o i n t s .  

The reason for these qe�eral task Po i nts becom�? 



c l ear i n  the fo l ! ow i �q exarnp l � :  Et�or the Tou�h Jumps a 
quard from behind and k i l l s h ! m .  Meanwh i l e ,  Jason f i qhts 

h l s  Wd'J i nto a pr l so � ,  k i l l s a guard, frees a cap� l v e ,  

and escape s .  I t  i s  c l ear that Jason shou l d  have earned 
more experience points than Ethor. Howavar, it i s  possi
b l e  that · both j'ason and Ether int'li.:;ted and suf"fered 
equ i va i ent arriounts of darnaqe , so from the CJua,..anteed 
tabies, the'I �ou l d  recieve ihe same amount of exper"'ience 
points. This is where the task table comes i n .  It is 

:i'�«ci to ail.ar.d the; va.9ue, nebulous experience po i nts .  But 
not& _'tt\at i.t is d i f i c u l t  to sa'J exac:t l 'l  how man'I more ex'

. per't.�cQ poi n"t'c' Jas;on s;hou l d rece i vc;i . That i s  wh" the 
-ta:s-lc' -t-ab 1 es &re ver"''J q'enera 1 in nature . B'J be i nq qen
er-'aT ,.: the'J can be app l i ed i·n an-,, s i 'tuation; if it was 
made more spec i f i c ,  its usef u l ness would be l i m i ted . 

Guaranteed Experience 

F i .;,htinc; C mc;ilae weapons ) 
Each M-tK loss i·nt" 1 i c"!=ed UPOTI OPPonen't 
Each H-tK lost b'J seJf in combat 
Each FP lost b':I ·s e l f'  i n  compat 

"4q i c  
For ' laa�ninq a new spe l l  

For successf'ul spe l l  cast :  
a >  i f'  SN .1 s 9r"'ea-t:e,:. than 20 

.b >  i -f  tS < SN < 2 1  
c > � -f, 10 < SN < 1 S 
d') i f' 5 < SN < 1 1  

e )  i f'  s� < 6 

. f )  if' cas't � i t h- Ef = EN 
tH s:s·i l• weapons 

··For· each H i t  on 1:ar9e1:· in coaba1: 
. .  For · each 1-1 it .. on -1:arqe't i n  practi ce 

Meal iftq 
Each successf'u l . hea l i nq attempt 

Thi&:vinq 

points earned 

5 

20 

5 

100 

100 

50 

30 
1 0  

0 

50 

20 

1 

50 

For success: . poin"t:s earned = ·TTd of' -tarqc't ' 
Cleri·cis111 

F_o',. 111ak i'n.c; a .av i.n.;, throw a9a i ns:t a "' i  rac; le 20 

C'l!lost clli!ricasrm exP6!riance comes v i a  t ... ci task tab l a >  

100 



Taslc Experience 

As exp lained above , the amount oT experience points 

earnad v i a  'tasks' i s  var� �ubJact i v a .  �hanever the 
Judqe dacides that a pla�er has accomp l i shad an act that 

would empart valuable experience, he ca l l s i t  a ' per
Tormed task ' ,  assiqns i t  a task l e v e l ,  and awards experi

ence p o i n t s .  Below are 9uidel i nes and a bas i c  set oT 
task level as�iqnments. 

Taslc Level Exp Pts earned 
1 1 0  
2 30 
3 50 
4 75 
5 100 
6 150 
7 200 
8 250 
9 350 

1 0  500 
1 1  75'3 
1 2  10�0 

The tasks �ave bean d i v i ded into 12 l e v e l s 1  1 bein9 the 
'easiest ' ,  12 ' hardes� ' .  

I t  i s  reccommended that the Judqe keep an ever 

lanqtheninq l i st oT what tasks are assi gned to what lev
a l .  We have prov i ded a p&rt l & l  l i s t  b a l o w .  Wa re9ret 
that our l i st dots not covtr a l l poss i bl e 

For most tasks, the f i rst t i m e  a character parforms 
i t ,  he earns the Tu l l  amoun� . Each t i m e  thereaTter that 

the same character perTorms the same task, its worth to 

h i m  drops one tas� l e ve l . Somethin9 repeated over and 
over, emParts s l i q h t l �  less experience each t i m e .  Howev
e r ,  scme tasks should not d e l i n e  i n  th i s  manner ( for ex

a m p l e :  f i 9 h t i n 9  as a rear 9uard probab l �  never 19ets 

ol d ' > .  
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Examp l e  Task Tab l e  - F i qhters 

These tasks should rel at� to constitut ion, 
and m i l ttar� prowess . 

strength, 

Task Level 1 :  

Task Level 2 :  

Task Level 3 :  

Task Level 4: 

Ta•k LQvel 5 :  

Task Leval 7 :  

m i l i tar� quard dut�, mock fiqhtinq, w•apon 
pr-act i c e  
explor-inq, jumpinq p i t s  & f i�sures . 
s c a l i n g  w a l s ,  merel"' see i ng a 20,000+ ex-
perience point monster . 
seeinq a 501000+ exp. pt . monster-, being 

subject to a �aq i c  spe l l  or m i r-ac l e . 

q l a d i ator arena bat� l � ,  •ubdu ino a ' "'ouno '  

c l e r i c  or mag i c user 

seeing a 1 0 0 1 000+ experience point mon
ster, par t i c i patinq i n  a tournament 
C Joustinq ) .  
hand to hand f i qht w i t h  a larqe anim� l ,  
being subject to a powerful spe l l  or mira-

c l e .  
Task Level 8 :  escape fr-om pri son/dunqeon1 beinq f i rst 

'over the top' in an attack or charqe . 
Ta�k Level S: f i qht i nq a 1 0 0 , 000+ experience point mon-

ster, re•cuino another from a Pr"i�on or 
dungeon 

Task L·evel 1 0 :  beinq a 're&r qua_...d· , in o&t-tle 
Task Level 1 1 :  rescuinq a human �acr i f i c &  from middle of 

ceremon.,,, . 

Task Level 1 2 :  f i 9 h t i n  a 150,000+ experience point mon
s-ter, subdu ing a powerful c l e r i c  or magic 
use r . 

Examp l e  Task Tab l e  - C l e r i c s  

The points awarded w i l l  go toward e i ther 9ood or 
evi l :  an"' ch&rac"ter i s  awarded qood points for qood ac
t i ona and ev i l  points for ev i l  a c t i o n s .  Good and ev i l  

pointG cancQl aach other, •o at an� on• "ti�e a charact•r 
has an amount of o n l "' e i -ther qood or evi l points . ( see 
the C l e r i c  section for 4 f u l l explanatton of good and 
ev i l  and experience poin"ts . )  

Tas1' Level 1 :  E v i l :  s;tea l i n<:a 

Task Level 2: Ev i l : g o i n g  o�'t of 'IOUr w<.>."' to do ev i I ;  
Good; doing an honorab l e  tk 1 n9 .  

Task Level 3 :  E v i l :  "tormen-t ing an':J b e i n q ;  Good: an ac"t" 
tka-t ' br i qhtens up' another ' s exis�ence. 

Task Level 5 :  Evi l :  ph"'s i cal l 'I i nJ•..Jrinq a non-host i l e  
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Task Leve l 6 :  

be; n Q ;  Good: 
\.mo;- i. l we 1 l • 

Ev i l :  a non-ph·�s i c-9 l i n Jur ··� cf' a f'r i end; 

�ood : d o i n •  the honor& b l e  t h i n 9  when i t  

' kurts bad ' . 

Task Leve l  7 :  Ev i l :  captu r i n q  a n  imprisoninq innocents; 
Good: f'rEie inq i nnocents f'rom a prison or 
dunc;ieon .· 

Task Level 8 :  Evi l :  abandon i n q  an� beinq i n  �our part� ; 
Good: settinq a n  enem� f'ree. 

Task Lev12l 9: Ev i 1 :  p n "' s i c a l  1 .,,, injurinq a f' r i e'nd or com
� a n i o n ;  Good: rest o r i n q  another ' s  stolen 
propert� o r  status . 

Task Level 1 1 :  Ev i l : an act that makes �our Judc;ie b l u s h ;  
Good: r i sk i nq "'our l 1 f'e to do q o o d .  

Task Leve l 1 2 :  Ev i l : ( �1ow ! ) ; Good: ( ? ) .  

Adc:J it:1onb..\! 1 Ta.sK Level f>e'I'" d1�·f1c.\J\ �� o� M1'('"..,c\E!... 

Examp l e  Task Table - Haqic Users 

A l l  of' these task� s h o u l d  d e a l  witn maq i ca l  

and spel l s .  
devices' 

Task Leve l  1 :  lower i nq a spe l l ' s  S N  

Task Level 2 :  l o w e r i n <:1  a sp-z.! l ' s  SN -t-o i ts m i n i  rnum . 

Task L�"' e l  4 :  ' f' i n d  i nc;i a new l i brar"'. 
Task Leve ? 5 :  creat i nq a mac;iical d e v i ce . 

Task Level 6 :  batt l : .,,q an enem� maqic user . 
T6sk !...eve! '7 .  r" ii i s i n 9  a demon. 
Task Level 8 :  captur i n <3  an en em"' maq i c yser. 

Task Level 9 :  summon i nq unde<J.d svcce.ssf'\.l l l "f .  
Task Leve l 1 1  ·: p l anar" trav e l . 

· Examp l e  Task Tab l e  - T h i eves 

Tnese �hould deal w i t h  dexterit� and thievinq . 

Task Level 

Task Level 
Task Levsl 
Task Leve l 
Tas� Level 
Task Level 
Task Le.ve'I 
Task Leve 1 
Task Level 

1 :  c l � m b i n q  we l l s 
2: e l \.ld i nq 6 search . 

3 :  cheat i nq at <:1amb l i n q .  

5 :  e lud i nq a n  a l l -out manhunt. 

6: stea l i ng the jewel i n  a re l i q i ous i do l .  
8 :  stea l i n<:1 "tne wkole i do l .  
9 :  escape from a prison or dungeon. 
1 0 :  s�ea i i nq an i d o l  d\.lrinq temple serv ices. 
1 1 :  s"tea l i n q  a k i ng ' »  crown or crown jewel�. 

Ex&mple Tasks M i sce l l aneous 

For hea l i n g :  � ... eating wounded �urinq a m e l e e  m i <:1 h t  b e  

a Task Leve l 5 ;  bE i n<:1 a doctor dvrinq a Tu l l  sca l e  arm� 
ba-ttle miqht :.:.e a Task Ll?.·.-el 8 .  

For m i ss i l e  weap�n exper l enc�: shooting an app l e  of'f' 
the kead Qf' a fr i end wou l d  be &bout a Task Leve l 1 0 .  
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Note that tn a l l  the experience tules above, points 
are never earned for f i n d i n g  g o l d ,  s i lver, copper ( or &n� 
mone� ) .  T h i s  i s  tota l l �  intentiona l . Hone� i s  its own 
reward: i.t can be spent and goods and s02rYices c&n be 
bought. The i dea that a man becomes a better f i ghter 
upon finding a sack of go l d  i s  f oo l ish . 

Optiona l :  A l l ow i n g  char�c't<irs to 
Jacks-of-a l l -trades ma� not be desirab l e .  

develope into 
The purpose of 

the fo l l owing r u l e  i s  s i m u l ate the idea that a character 
who is i n terested in a w i d e  variet� of t h i ngs has a hard
er t i m e  becoming exce l l ent i n  an� one t h i n g .  A character 
who d i l i gentl� concentrates on one thing w i l l  l earn i t  
faster . 

Each t i m e  an experi ence rank i s  passed i n  an� g i ven 
categor'I, the character must lose 100 points from another 
experience cateqor 'l i n  which he has at least 3000 experi

···•nc• points. :r.h i s other c;a.teqor.'I •lft.&'j not be c 1 er i c i sa1, 
and i f  no other cateqor� ha� more than 3000 point�, no 
point ... are lost. 

No bonu• experience d i e  ro l l s  ma" be made due to the 
lost 100 �oints when the� are l ater regained C e . q . ,  i f  

'IOU had 5005 exp pts, lose 1 � � '  �ou w i l l  have 4905. But 

'IOU do not qat a Bonu£ ro l l  on the Experience Bonu• Table 
if � o u  g a i n  95 points subsequen t l � .  You don't get a bonus 

rol l unt i l  "ou pass a ra�k t�at �c� haYa neYer passed be
�ore. > This lost 100 ?01 n�s s1mpl� m4kas 1t �h4t much 
harder to 9ain the next experience rank . 

-1 G4-

·. 



:!lnu.atrr.a 
Mons"ters 

Obvi ousl�, i n  an� world there w i l l  
friqhten i n q  creature s .  Th« e x i stence of 

C and p l ants and a n i mals ) qenerall� 
pla�gr/charactgrs;: "livGs" morG Gxci"tinq 
ta i n ). There are several methods that the 
to determine monster characterist i c s .  
1 )  The jvdqe m i qht use other book s ,  r u l e s ,  

be some ver� 
these monsters 

make the 
C and Jgs;:s;: 
Judqe can 

etc. Some of 
the more common monsters are descri bGd bGlow. 

2 )  The Jvdqe m i qht use the tables below for random 
stgr charactRr i s t i c  detQr m t n a t ! o n .  

mon-

3 )  The Judqe m i qht draw vpon h i s  i ma q i na t i on to surprise 
the pla�ers . Some of the more notable monsters have 
been �rodvced i n  th i s  manner ( the Sulfur Monster b e i n q  
a memorable example from o u r  campa i q n ). 

Morale of Monsters and Non Pla�er Characters 

The mora l e  of all characters and mons;:ters;: has i mpor
tant effects on the outcome of an� act i on .  There w i l l  be 
some cond i t i on where v i rtual I� an� cr£ature ( includinq 

human ) w i l l  f l ee or surrende r .  The morale of 
p l a�er/charac-ters t s  bu1l-t- 1 n .  The pla�er's own desire 
t o  keep their character alive will compe l l  the� to tr� to 
flee ( or surrender ) i f  the� are f i q h t i n q  a vast } �  super i 
or foe . 

For
.

the non-p l a �er/character ' s  and monsters; how�ver, 
the judqe needs a q u i d e  to help determ i n e  t h e i r  a c t i o n s .  
T h i s  ru l e  providQs mora l e  quidel i ne s .  

Each non-pl a�er/character C NP/C J o r  monster i s  as
s l qngd a valuG from 3 to 1 8 ,  c a l lGd i t �  HoralG Rat inQ . 
Common monsters have a l i sted Morale Ratinq; for rando m l 'I 
qenerated monsters, the ratinq can be e i ther random or 
a s s i q n e d .  Ever� 1 0 , 000 experience points a monster has 
q i ves h i m  a +1 on h i s  Morala Rat i n q .  

A mora l e  check i s  made b "  an" non-pla'ler/character or 
monster each t i me one of the f o l l o w ! n9 occurs: 
a >  It lg 1nJured such that i t  has le�s than one-h a l f  of 

i ts baze HtK rema 1 n i n q .  
b )  One-h a l f  of i ts qroup i s  dead. 
c: ) I ts l eadqr ( i f  one exists ) i s;  

f l e e  i Y<'� . 

captur-sd, 
k i l led, 

d )  An� other t ! �e tha� the Jud9e decides a 
is;: nec.assar'I . 

- 1 .;,s-

or flee i nq .  
captured, or 

mora l e  check 



A inora l e  check 

I f  the number 

p l a�er/character ' s  

mora l e  check . 

i s  made b� ro l l i nq three 6-sided dice . 

r o l l ed i s  qreater than the non
Mora l e  Rattnq, i t  has fa i l ed the 

�henever a qroup or a s i n q l e  i n d i v i dual Ta i l s a 

mora l e  check , the fol lowinq tab l e  ma� be used if there i s  

no obvious course of action. Ro l l  two 6-sided d i c e ,  and 
appl� these modifiers: 

leader k i l led 

l eader- r-unn i nq 
-1 

-3 

no r-etr-eat -4 

total HtK of defenders < 50X - 1  
total HtK of defenders >9@/. +4 

Us i nq r-eusu l t ,  

resu l t  
.?-2 

3-4 

5-6 

7 

8 

9 

1 0 - 1 2  

Spec i a l  

d i e  ro l l  
1 
2 
3 

4--5 

6 

consu l t  t h i s  tab l e :  

ac-tion 

p l a'j dead 

surrender 

scatter, panicked: drop � � �pons,etc. 

f l ee in one d i rection 

hast� re"t�eat to new posit " on 
Ta l l  back order}'j 

spec i a l :  ro l l  another 6-sided & see be l ow 

action 

neqo"ttate 
50� f l ee 

25� flee 

sta·� fiqhtinq 

Berserk a 1 1  f 1 ghters reqa i n  fu·l 1 FP, 
a l l  MP i ncrease d temporar � l � 

b� two, but a l l  MP mus"t be 
a l l ocat�d to attacks - �o 

dafensi�e actions. 

Aqe and Experience 

,Jt i s  assumed that experience and 

related ( for monsters, at l east ) .  

aqe are stronq l �  

A l l  o f  monster's ex-

perience i s  i n  Melee Combat, except for spec i a l i nstances 

detQr� lned b� thQ Judqe ( �or e�amp J e ,  i t  1 £  poss i b l Q  to 
have i n te l l i 9ent �onsters w i t h  ma9ical experience ) .  

Tne JudQe ma� s i ther m�ke an a rb i trar� determ i �ati on 
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or a random determ ination of experience points . 

Exp Exp A v e r a. 'i! e 

Ranqa P o i nts MP HtK FP 

1 under 500 . 2 3 4 

2 500 3 3 s 
3 1 ,-�·�;-0· . 

4 3 s 
4 2,000 5 4 7 

5 4 , 000 6 4 8 

6 7 , 000 7 5 1 0  

7 1 0 , 000 8 6 1 2  
8 1 5 , 01:i0 1 0  7 1 6  
9 20,000 1 2  8 20 

1 0  25,000 1 4  9 24 

1 1  30 , 000 1 7  1 0  28 

.12 35,000 1 9  1 1  32 
1 3  40,000 2 1  1 2  35 
1 4  45 , 000 23 1 3  39 
1 5  5 0 , 000 2S 1 4  <f.3 
1 6  5 5 , 000 28 1 5 47 
1 7  60,000 30 1 6  51 

1 8  65,000 32 1 7  54 
1 9  70 , 000 35 1 8  58 
2€) 75,000 37 1 9  62 

For l"'ando1n d .. tctl"'m i nation, the qenctr-al si�4 o-r the 

tnonstctr i $> ui;;:Gtd to d<2"t<21"'minct th ct ranqe: for ..-ma l l  tnon-: 
stel"'s rol l' 1 to 6 ,  medium tnonsters 2 to 1 2 ,  l arc;re mon-
sttl"'S 3 to 1 8 .  The lower numbel"'B of' each ran9e l"'epre�ent 

...,oun'i!«r aqeJ 
h i qhctr, o l d ..,,.. . 

· S i nce not ever� monstel"' w i t h  an� 

p o i n t  tota l i s  c;roinq to have exac t l �  
o f  H "t K ,  F P ,  or M P ,  th<2 Judqct ma':I �lsh 
d i ver'i!•nce from the averd'i!e :  

D i e  HP HtK FP 
2 -5 -4 -8 
3 -4 - 3  -5 

4 -3 -2 ,.-3 

5 -2. - t  -2 
6 - 1  0 - 1  
7 0 0 0 

8 +1 0 +1 
9 +2 + 1  +2 

1 0  +3 +2 +4 

1 1  +4 +3 +7 

1 2  +5 +4 + 1 0  
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Common Monsters 

· L;t.-t"-.d f'�· e.a�h. mon,:s:�� _.i "'  a . s�r i_e::!S . of' r at i "'!"!� �n_d.;_� a• 
t>r'.'tef' ·de!Scri .. p.t t OTl .  Exp Ranqe i s  the poss i b l e  ran9e · f'or

t� Aqe and Exper-ience: tab l e:!!' .and i s  \Jsed to deter·m i n e · 

th« monster base HtK, FP and H P .  T h i s  base i s  mo d i f i ed b'I 

tk'O' d i  VQ,..<;,QnCC< d i  Q l"'O l l / a "d b..., a""' modi f' i Qr� l i �TQd 

ynder each i n d i v i dv a l  monster ( there m i q h t  not be an..., ) .  

The Morale nYmber i s  the M�ra l e  Ra� i n9 . A . C .  I s  �he in
herent Armor C l ass o� the mon5ter ' s  sk i n  or k i de ,  i f  

there i s  a -ma..., wear armor- i n d i ca � i on ,  the monster 

m19ht be wearin9 armor i n  w h i c h  case h i s  armor c l a s s  w i l l  
be 9reater . Cons, Str, I n t ,  Dex, W i s ,  � i v e  the AVERAGE 

value of the const i t v t i o n , stren9t h , inte l l i 9ence ,dexterit'I 
and w i sdom respec t i ve l 'I .  Speed is c; i ven in 'lards 
C hexes )/melee round. The monsters i nherent weaponr'I, and 
whether it carr- i e s  weapons i s  9 i ven . 

Ore•- Exp Ranqe 1 to S; M o r a l e  1 0 J  A . C .  3 ( ma"' wear ar

mor ) ;  Cons 8; Str G ;  I n t  G ;  Dex G ;  � i s  2 ;  Speed 4 ;  
Carries a l l  scrts o T  weapon s .  Ores have been described 
thoroY9hl'I in Professor To l k i en ' s  books . 

Gobl ins- Exp Range 1 to 4 ;  Mor-a l e 1 0  i n  dark , 8 in l iqht ; 
A . C .  3 ( ma� wear armor ) ;  Cons 5; Str 4 ;  I nt 6 ;  Dex 8 ;  
� i s  4 ;  Spead 4 ;  Carries weapons . Gob l i n s  are s i m i l ar 
to Ores bvt sma l l e r .  

Hobgob l i ns- Exp Range 2 t o  1 2 ;  HtK + 2 ;  M o r a l e  1 3  i n  dark, 
12 i n l i gh t ;  A . C .  3 ( ma� wear armor ) ;  Cons 1 1 ;  Str 3; 
Int 1 0 ;  Dex 8; W i s 4; Speed 3 ;  Carries weapons . 
Hob9ob l i ns are an • i mproved version· o� Gob l i n s .  

09rQs- Exp Ranqe 2 t o  1 2 , HtK + 4 ;  Morale 1 4 ;  A . C .  3 ( ma� 
wear armor > ;  Cons 1 2 ;  Str 1 4 ;  Int � ;  Dex 8 ;  W i s  2 ;  
Speed 2 ;  Has medium c l aw s ,  a l so carries weapons ; 09res· 
look l i k e  larqe u q l "'  humans. 

Trol ls- ExP Ranqe 3 to 1 8 ,  FP + 1 0 ;  Morale ; 4 ;  A . C .  5 ;  
Cons 2 2 ;  Str 1 5 ;  I nt 6 ;  Dex 1 5 ;  W i s  4 ;  Speed 3 ;  Has 
l ight c l a w s  or medium b i t e ,  a l s o  can carr'I weapons . 
T r o l l s  are oqre s i z e d ,  but rubber� . T ro l l s  have the 
ab i l i t..., to regenerate ( heal ) lost FP and �tK at a rate 
o� 1 to 3 per m i nute . 

G i ants- Exp Range 1 to 1 2 ,  HtK + 4 ;  Morale 1 0 ;  A . C .  2 C ma'I 
wear armor ) ;  Cons. 1 4 ;  Str 2 4 ;  Int 10; D.;ix 8; W i s  1 1 ;  
Speed 4 ;  Carr i es wea�ons , rn i qht tr� to stomp on sma l l  
opponents; can throw boulders: use Thrown Weapon o� 
H i s s i l e  To-Hit t a b l e ,  but m v l t i p l �  range b"' 10 and 
damage b"' three; G i ants look human- l i ke but are 10 to 
30 Teet ta l l .  

Skel etons- Exp Ran9e 1 to 4 ;  HtK -2; Morale 1 € ;  A . C .  2 ;  
Cons 4 ;  S�r 3 ;  I n t  � ;  Dex e ;  H i s  0 ;  Speed 4 ;  Carries 
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weapons; T h i s  mon-ter looks exac t l �  as �ou miqht p i c 
. t�re a ske l eton . 

Ghou l - Exp Ranqe 2 to · 1 2 ;  HtK -1 ; Morale 1 2 ;  A . C .  4 ;  Cons 
7; Str 4 ;  Int 1 0 ;  Dex 1 0 ;  H i s 6 ;  Speed 2 1  Uses Touch: 
An� beinq touehad b� a ghou l  qets the effect of a T�pe 
IVr magic spe l l :  qets a saving throw, the Ef used i s  
e�ual to thQ experlencQ o f  thQ qhoul d i v i d�d b� 1000; 
if the savinq throw is fa i l e d ,  the touched b�inq i s  

paral�zed. T h i s  i s  T�pe I V r ,  s o  natural recover� i s  
poss i b l e  ( see the Saving Throws section i n  the Magi c 
ru l as ) .  

Mummies- Exp Ranqe 3 to 1 8 ;  Morale 1 8 ,  8 i f  f i re i s  used; 
A . C .  6; Cons· '.3; ST.r 1 4 ;  I n t  6; Dex 4; W i s  6; Speed 2 ;  
Uses arms as Heav� C l ubs; however, each HtK i nf l i cted 
b� a mumm� a l s o  causes a loss of S Const1tu�1on point 
f�om tha v i c t i m . · 

Dragon- Exp Range -an�-; HtK + 1 � ;  FP +20; Morale 1 5 ;  A . C .  
S ;  Cons 1 0 ;  Str 20; Int -an�-1 �ex 6 ;  H i s  S ;  Speed 6 

en qraund, 1 2  i n  a i r ;  Has g i g a n t i c  teeth, l arge c l aws, 
g i ga n t i c  stomp; Breath ( f i r e ,  qas, et� ) i n f l icts 1 to 
20 damaqe points. 

NoJ- Exp RanqQ 1 to 8; Hora l a  5 ;  A . C .  1 ( ma� waar armor ) ;  
Cons 1 5 ;  Str 1 7 ;  I n t  1 6 ;  Dex 2 0 ;  W i s  3 ;  Speed 4 ( on l �  
durinq f i na l s  week ) ;  Carr i es ; Th i s  crQature i s  some
what human- l i k e  btit w i l l  frighten the weak -hearted to 
death; extreme l �  dextrous, " but i n  a constant stupor; 
addi cted �o paraquat; w 1 1 1  i nqest an�th i n g .  

Frazz- ExP Ranqe t < the� seem to d i e  at a �ounq aqe ) ;  
Mora l e  2 0 ;  � . C .  6 C a l wa�s wQars armor ) ;  Cons 1 2 ;  Str 
12 Int 9; Dex 1 0 ;  � i s  2 1  Char i sma 1 8 ;  Speed 2; carries 
a m i l itar� p i ck /  T h i s  bur l � ,  h a i r � ,  bu� e l f - l i k e  b e i n g  
mak es i t s  presence known w£th a raucous lau9h; has 
never baen known to surrender or f l e e ;  fond of p l £ � � " �  
w i th an� sort o f  d e v i c e ;  natural habitat: wherever hu
man females ma� be found . 

B 1 fur- Exp Ranqe 1 to 4 ( bYt· b e l ieves i tse l f  to be 
better ) ,  Horale 1 0 ;  A . C .  1 ;  Cons 1 0 ;  Str 8; I n t  8; Dex 

5 ;  � i s  1 4 ;  Speed 2; T h i s  creature ' s weapon is an ener-
9� bgam which g m i t s  from a l ar9Q stiff append aqg that 
protrudes from i t  upper chest ( treat beam equivalent 
to Crossbow ) ;  otherw i s e ,  It looks hu�an o i d ,  but with 
smoke cont i n ua 1 1 �  escapeing ( sometimes in r ings ) from 
mouth; qener a l l �  doc i l e ,  but v i o l en t ! �  host i l e  to a l l  
creatures of· the Fioch fam i l � .  

Sprimo Ch i m era- ER 3 - 1 8 ,  MtK +2J Morale 1 2 ;  
c i a l ; Cons 1 4 ;  Str 1 2 ;  I n t  0 ;  Dex 7 ;  � i s  

T h i s  three-headed beast w i t h  the head o f  a 

A . C .  spe-
6 ;  Speed 2 .  

:;;na.ke - 1  i k e  
dragon ( b i te 1 - 1 2 ,  A . C .  S ,  breathes f i r e  three t i mes 
per d�� ) ,  a serpent necked, horned wo l f ' s  head ( b i t e  
1 - 8 ,  A . C .  � ,  b i te ·

causes l �eanthrop� u n l e s s  v i ct i m  
saves versus poison strength 1 3 ) ,  and the l arqe head 
of a qarqo� l e  ( b i t e  1 - 1 0 ,  A . C .  4, is a b l e  to open i t s  
jaws 1 8 0  degrees and can swallow a �hole man i� 1 - 3  mr · 
i f  an I �  or better i s  r o l l ed o� i ts 'to h i t '  d i e ) .  The 
bod� cons ists of a chest w i th c l awed arms ( 1 -4 each ) 
and a lower ha l f  resemb l i nq a sat�r' 
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T i pper- ER 1 to 4 ;  M o r a l e  8 ;  A . C .  2; Cons 1 0 fStr 1 0 ;  I nt 
3 ;  Dex 1 2 ;  W i s  1 1 ;  Speed 6 ;  Carr i es Weapons . 'f i ppers 
are sma l l monke�- l i k e  creatures that d w e l l  i n  trees 
and rare l �  l eave them, attack 1 n q  a n 1 m & l s  C tk e i r  food ) 
with c l ubs wh i l • hanqinq �rom the trees b� the i r  
ta i ls .  

Bolq- ER 1 to 1 0  and u p ;  MP +2� Morale 1 4 ;  A . C .  0 , C ma� 
wear armor ) ; Cons 1 2 ;  Str 1 0 ;  Int 6 ;  Dex 14; Wis 1 2 ;  
Speed 5 ;  Carries an� weapon . Another s i m ian race l i k e  
the Y i p p e r ,  but larqar, · more 1 nte l l i qent , 
dwel l i n g ,  appear i nq as t h i n  qorr i l l a s .  

Shi?nd a i - ER 2 t0 1 2 ,  ER +4; Mora l e  1 2 ;  A . C  . .  3 ;  

and qround 

Cons 1 1 ;  
Str 1 2 ;  I n t  0 ;  Dex 7 ;  W i s  6 ;  Speed 4 .  A snake- l i ke 

creature of the swamps that fol lows wanderers i n  the 
swamp unt i l  i t  can strike w i t h  i t s  l&rqe p o i sonous 
f'anqs. 

W�vern- ER 2 to 1 2 ,  cR +2 , Dax + 2 ;  
·Cons 1 1 ;  Str 1 3 ;  I n t  0 ;  Dex 

Morale 1 3 ;  A . C .  7 ;  
1 3 ;  W i s  9 ;  Speed 3 .  A 

l ar9a rept i l i a n  beast that stands on two legs w h i l e  
b l t i nq ,  o r ,  on a l l  fours when i t  whips i t ' s  st 1 nq i nq 
ta i l  ( poison) over i t ' s  head . 

. 

Gor�n� ER 3 to 30., HP -4; Morale .1 6, ; A . C .  4 ;  Cons 1 2 ;  S-tr 

1 2 ;  Int 1 5 ;  Dex 1 2 ;  W i s  1 3 ;  Speed 3; Mental Resi stance 
3 .  These sp i r i t - l i k e  creatures use magical spe l l s  and 

their stren9th-d r a 1 n i n 9  touch C -1 per touch � to i n
crease the i r  maq i c a l  ab i l i t i e s .  P l anar travel exper i 
encQ ranqes from 5 1  t o  1 5 1  for most, but those Goran 

of great e�peri ence C ER UP to 1 0 0 ) have no bounds in 
planar exeer 1 ence . 

�erg- ER 1 to S; Mora l e S ;  A . c ,  2 ;  Cons 1 0 ;  Str 1 2 ;  Int 
0 ;  Dex S; Speed 8. The Werg can be domesticated for 
r i d i ng or other work . These h�ena - l i k e  peasts b i te 
w i t h  medium teeth and l i v e  i n  loose packs . The� are 
n�cturnal and shun da�li9ht, pre�errin9 to s l eep dur
i-n9 the d&':I . 

K�o9- ER 2 to 20; Mora l e 1 1 ;  A . C .  S J  Cons 1 4 ;  Str 22; I n t  
4 ;  Dex 8 ;  Speed G ;  Car r i es wea�ons . A q 1 q a n +. i c  

huma n o i d  creature of h i q h  mount a i n  forests . Uses b i �  
trees a s  clubs or a s  food for t h i s  herbivore. 

Bo-tuma- ER 2 -to 1 2 ;  Mora l e  1 0 ;  A . C .  3 ;  Cons 8; Str 1 0 ;  
Int 0 ;  Dex 1 3 ;  W 1 s  0 ;  Speed 5 ,  1 0  f l ':l 1 ng .  A l arge cat 
w i t h  wings &nd back paws resemb l i ng talons. I +.  can 

bi-te ( 1-6 ) ,  paw { 1-4,2x ) ,  or use t a l ons ( 1 - 4 , 2 x ) .  
Li2ard Men- ER an�; Mora l e  an�; A . C .  2 ,  can wear armor; 

A l l Characteristics as m e n .  An i n te l l i 9ent rept i l ian 
race, man-sized with o l der ones reachinq 8 feet . Ad
vanced t o o l  users w i t h  a n ordered s o c i a l  strvctvre 

l i v i nq i n  caved c i t i e s .  The� have no conven � i o n a l  

a q r i c u l ture due t6 their d i stast� for p l ant l i f e ,  but 

the':! do " farm " wc�ms and i nsects and herd domesticated 
animals. Some outstand i n g  i n d i v idua l s  C Pr 1 ests , e tc . )  
have devel oped p r i m i t i v e  maqical talents. T�e�e are 
w•apon carriers, but can a l s �  b i � e  for 1 - 4  p o i nts oT 

dama<;1e. 
Manticora- ER 1 to 1 0 ;  Morale 1 1 ;  A . C .  1 ;  Cons 1 2 ;  Str 
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1 2 ;  I n t  3·; Dex 1 3 ;  W i s  8 ;  SPeed .S . A l i o·n w i th 1 i "' i  ted 
inte l l i�ence that has 6-24 •P i kes on i ts tai l w h i c h  
can b e  hurled ( 1 -6 per m e l e e  round ) d o i n 9  1 - 4  po i nts 
of d&lft&qe e a c h .  B i t e  for 1 - 1 0 ,  c l aws 1-4,2x. 

C�elop•- ER 50+; Morale 1 2 ;  A . C .  4 ,  c a n  wear armo r .  Cons 

1 4 ;  Str 22; other characteristics 3 - 1 8 ;  Speed 4 .  
Another giant t�pe that l i t t l e  i s  known about due to 
its h a b i t s .  Reporte�l � a sheperd l i fest�le w i t h  a menu 

that 1nciude» humans . 
Banshee- ER 3- t 2 1  M o r a l e  1 0 J  A . C .  01 Cons SJ Str 41 I n t  

1 0 ;  Dex 1 2 ;  W i s  1 0 ;  $pQed 8 .  Has two c l aws ( 1 -6 ) and 
one b i t e  ( 1 -6 ) .  T h i s  s p i r i t-t�pe creature a l s o  has a 
h i deous kow l that Mak.es even those stout of heart take 
a morale check C +3 i n  favor of l i stener ) ,  those fa i l -

. i n g  w i l l  p a n i c  and scatter . 

He l l  Hound- ER 2 tc 1 2 ;  M�ra l �  9 ; · A . C .  2 ;  Cons 1 2 ;  Str 8 ;  
I n t  0 ;  Dex 1 0 ;  W i s  0 ;  Speed 6 .  B i t e  1 - 6 .  On an� b i te 
doing HtK dama9e, t h i s . canine beast w l l l  secrete a 
burning acid s a l i v a  into the wound d o i n g  an additional 
1-6 p o i nts HtK d&ma9e for each 5000 exp. pts. 
beast. 

of 

H�dra- ER spec i a l ;  Morale 6+ 1 per head; A . C .  6; Cons 1 1 ;  
Str 1 2 ;  Dex 7 ;  !nt 0 ;  W i s 8 ;  SPeed 2 .  A mu l t i -headed 
< 2- 1 2 ) beast w i t h  each head having 2000 exp. pts. 
ThosQ w i th 1 2  heads havQ the a b i l it� to breathe 'f i r e  
( once/head/da� ) do i nq 1-20 po i nts 0 ¥  damage . Those 

w i t h  7 heads b i t e  for 1 - 6  per hQad, 1 - 8  po i nts dam

age for 7-9 heads , 1 - 1 0  for 1 0- 1 1  heads, and those 
w i t h  1 2  heads b i t e  for 1 - 1 2  points of damaqe i n  addi

t i on to f i re damaqe. 

Garqo� l e - ER 1 to GJ Mora l e 8; A . C .  4; C ons 81 St r 51 I nt 

0; Dex 1 1 ;  � i s  0 ;  Speed 2 ,  8 f l � i n g . A sma l l  scaled 
creature w i th w i �qs that b i te ( 1 - 4 ) and claw ( 1 -3,2x ) .  

F i r e  S a l amander- �R 1 0 + ;  Mora l e 1 3 ;  � . C .  1 ( human part } ,  

7( ta 1 1  portion ) ;  Cons 1 2 ;  Str 1 2 ;  I n t  1 4 ;  Dex 6 ;  W t s  
1 2 ;  Speed 2 .  A f l a m i ng ceature w i t h  human head; arms, 

and trunk w i th a long scal ed snake - l i k e  bod� b e l o w  the 
wa i st .  It usQ• wQapons and it• f l a m i n q  ta i l  can eon

s-tr i.ct for 3 - 1 8  po i nts of da:na9e . 
Th! Monster- ER 1 0 - 1 0 0 ;  Mora l e 1 6 ;  A . C .  ! 0 ;  Cons 1 4 ;  Str 

2 0 1  Int 1 2 ;  Dex 8 1  M i s  1 0 ; Speed 4 .  A l arge e l ephant 

s i zed beast that w a l k s  on I ts two h i nd l e q s  and t a i l .  

I t  has two c l aws ( 1 -6 eac h ) and a b i te ( 1 - 1 2 ) .  I n  ad
d i t i o n  thQ T h i  Monster ha• a r i Q i d snout that e�its a 

burning mucus i n  bursts of 1 -4 go i ng up to 50 feet ,  
each do i nq . 1 - 6  p o i  n"ts o f  damage:. I t  has abou"t 1 0 0  of 

these to us� each da� .  

M i no-taur- ER 2 to 1 2 ;  M.ora l e  1 8 ;  A . C .  4 ;  ConE 1 5 ;  Str 1 3 ;  

I n t  4 ;  Dex 7 ;  W 1 s  3 ;  Speed 3 .  A bu l l headed form w i th 

the bod� of a human. Butts for 1 - 8  points of damaqe 

and when the butt does 8 points of damage the v i c� i m  

; 3  stunned Tor 1 - 1 00 M e l e �  round . The3e bea3ts have 
never been known to � i v e  up a b a t t l e  or chase. 

Sam S p i der- �R 1 to G; M o r a l e  9; A . C .  3; Cons 9; Str 8 ;  
I�� 4 ;  �ex 8 ;  W i s  S ;  SPeed 3 . Sem Spiders are d i f-
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ferent i n  that the� seem to have an i n te l l i q�nce, Han� 

w i l l  qather to h u n t ,  somet i mes 1 00 1 �  w i l l  qroup to en
trap herds of w i l d  or domestic a n i m a l s  ( and humans ) 
for tk&i i r  blood c:!i e t .  Th .. " w i.l l a l s:o r a i d  i s o la�ed 

farms and v i l aq e s .  
Wolf Spider- E R  2 t o  1 2 ;  Mora l e  7 ;  A . C .  5 1  

1 4 ;  I n t  g ;  Dex 1 4 ;  � i s  0 }  Speed 5 .  � o l f  

Cons 8 ;  Str 

sp i ders b..., i 1 d 
cover�d p i ts that the" h i d e  i n ,  w a i t i n q  for passinq 

pre" at which t i m e  the� Jump . out and draq the pre" i n  
to feed . The" have a Poi sonous b i t e  ( 1 -8 + Po i son )  
w h i c h  makes the v i : t i m  s l eep . Large wo l f  s p i d e r s  can 
be 1 0  feet l o n q ,  not i n c l u d i n q  l e q � .  

G i la Monster- E R  3 t o  1 8 ,  E R  - 2 ;  Mora l e  1 2 ;  A . C .  8 ;  Cons 
1 1 ;  Str 1 3 ;  Int 0 ;  Dex 4; � i s 0 ;  $peQd 1 .  T h i s  s l ow 
movinq rept i l e  has a po i sonous b i t e  ( 1 -8 + p o i s o n ,  
po i son strength = ER ) and a length of ER x 2 feet. I� 
l i ves i n  dr�, h o t  area s . 

G l ops- ER 1 to S; Morale 5 ;  A . C .  0 J  Cons 7 ; Str 6J Int 5 ;  

Dex 4 ;  W i s  4 ;  Spead 2 ,  4 s w i m m i n Q .  Th i s  i s  an amph i b i 
an race, sometimes c a l l e d  fro99 i e s ,  that are restrict
ed to fresh water areas due to their need for water . 
The.� cat) w a l k  on hind l eqs and -t:ai 1 1  and carr� 
weapons. T h e i r  sens i t i ve sk i n  w i l l  not a l l o w  armor bvt 
the� do carr� s h i e l d s .  S ! o w  m o v i n q ,  the� breed f i sh 
and i nsects for food. T he� eat an�th i nQ l i v e ,  and 

drink blood of humans and l i zard m e n .  Some of t h i s  
race, c a l l ed toaders < Str 9 1  Speed 3 ) ,  are ab l e  to 
wear armor and travel awa� from water for lonq dura
tions. Al l GlOPs h i bernate i n  co l d  ( l ass than 40 de
qreas ) weather if the co l d  persists for 1 - 3  da�s unt i l  

the tQmperature QOes above 50 . 

Sand Worms- ER 50+,HtK + 1 0 , F P  + 1 5 ;  Mora l e  1 3 ;  A . C .  S ;  
Cons 1 2 ;  Str 2 4 ;  I n t  0 ;  Dex S J  � i s  S ;  Speed 4 .  These 
worms l i ve i n  vast sand� deserts . Sounds from the sur
face brin9 them up from b e l ow the sand. Up to 3 0 0  feet 
i n  l ength the worm can swa l l ow a man i n  one b i t e  ( on 
1 5 ' s  er above on worm ' s  to h i t  d i e ) ,  the b l te d o i n q  
1-20 p o 1 nt5 damage. 

Urchin Beast- ER 1 to 10J Morale 12; A . C .  8; Cons 1 1 ;  Str 
8; Int 0 ;  Dex 4 ;  W i s  S; Speed 1 ,  3 in water . A sp i ne 

co�ered monster cf fresh and s a l t  < ER up to 3 0 ) water. 

It has the ab 1 l 1 t� to d i scharQe 1 -3 of the Jave l i n

l i ke spines on i t s  bod� < 30 - 1 8 0  tota l )  up to 20 feet 
i n  water and 4@ feet on l and . I t  w i l l  r�place lost 
spines i n  1-3 da�s. 

Molds, Oozes, �e l l i e s ,  and �ams- � l l  chaacter i s t i cs v a r i 
a b l e ;  t h i s  i s  the b l ob c l ass o f  monsters that seep 

under doors and t�ru cracks, etc . to d i ssolve or po i 
son v i c t i m s .  When cut the� miqht qrow into two mon
sters, some m i q h t  be f i r e  �esistan�, other� hardl� no

ticab l e .  A l l i n  a l l ,  a most v a r i a b l e  source o f  t r o u b l e  
f o r  m o s t .  

L�canthropes o �  Were Creatures- ER + 4 ;  
+2; Cons + 3 ;  Str + 3 ;  !nt - 4 ;  Dex · � ;  

These a r e  crazed a n d  transTormed 
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bQast . T h i s  i s  dua to spe c i a l  wounds rQCQi ved b� some 
creature at a t i m� in which the ma9 i ca l spe l l w i l l  

have effect , p l aced b� some w i tch or m a g i c i a n .  Each 

t i me a human chanqQs to h t s  werQ form, thgre is a 1 X  
chanc• of •ithar r•ma i n i n q  i n  t h i s  w•r• form or bcinq 

freed from the spe l l . T h i s  chance i s  cumulative. For 

examp l e , af�er th� 5th transformation, i f  a 5 or less 
i s  ro l l ed on a 0 1 - 1 00 ,  or , on the 20th transformat ion 

a 20 or less i s  ro l l ed , etc . , there w i l l  be another 

ro l l  of a s i x  s i ded d i e . I f  1 t  i s  even, he w t l l  be 
"cured" , i f  odd ,  the were form w i l l rema i n  permanent
! � .  A t�p i ca l transform a t i n  w i l l l ast 1 - 1 0  hours. ThQ 
character i s t i cs q i �en abov� are added to the human's 
characte r i s t i c s  during a transformat i on per i o d .  The 
g i ven ones w o u l d  appl� to a werewo l f ,  d i fferent 

cr•aturas might have other m o d i f i e r s .  A warabear m i ght 

have Str +8, Int -8; a werarat Str +1 , Int +2; etc. 

T�pical were beasts are wolves, bears, rats, boars, 
l i ons, t i gers , and thE l i k e .  T h i ngs l i k e  weresparrows 
and wererabb!ts m i qht not app l � .  

Tha L i tt l e  People- �11 character istics v a r i a b l e ,  low men
ta l resistance. These i n c l ude n i x i e s ,  p i x i as, sprit•s, 
and the l 1 � e .  Sma l l  w i � h  l i m i �ed �aqical abi l i � i es i n  
one o r  two areas o f  spec i a l t � ,  g�ven to them a t  b i r � h . 

< Ex :  Sprites mlqh� have con�ro l weather spel l s ) .  The i r 
mag i c  b e : nq l i � i ted c a l l �  for com�1ned effor�� w i th 
aaeh i nd i v idua i contribYt1n9 1 EN to +�e spe l l  ( assume 
SN = 1 ) ,  Outstand inq i n d 1 v 1 du a l s  have 1 to 20 E N ,  more 

for �he " K i nq and Oue�n· The� can a l s o  turn inv i si b l e  
and f l �  i �  i n  dan�er . 
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Random Characte r i s t i c:  Generat ion Tables 

1 

of' heads 0 

of' arms 0 

of' l eqs; 0 

of' tai l s  0 

Head: f'anqs 

f'anqs poison 

teeth s:m 

ton<;iue 

beak sm 

Ar-ins: c l aws 
c l aws s m  
p i ncers sm 
• weapons 1 

t.�: c l aws 
c l aws sm 

' hooves sm 

Ta i l : <0ti nqcu-

sti nqQr 
SPilced Sm 
c l ubb2d s:m 

o;,raspinq l t  

H i d e :  f'�r 

ar-mor class of : 
'fur 0 
scales 0-1 

sk i n  0 
qu i l l s 1 
she l l  2-5 

D e 

2 

1 

1 

2 
0 

teeth 

med 
s t i ck" 

sm 

p i ncers 
Sm 
sm 

1 

hoofed 
IT'ed 
med 

<0piked 
poison 

med 
med 
1-t 

soca l as;; 

1 -2 

1-3 

0 

2 
6 

R 0 
3 

1 

2 
2 
0 

tonque 

poison 
!Tied 

med 

wings 
med 
med 

1 

med 
med 

c l ub 

l rq 
med 
med 

s;;k i n  

1-3 

2-3 

0 

3 

7 

l 

4 5 6 

1 1 2-20 

2 2 4+ 

2 4. 4+ 

1 1 2+ 

f'anqs beak 

poison 

med l rq q i q  

st i ck" st i ck" 
med 111ed l r c;i  

< --weapon carrier-- > 
med 

med 
1 

hoof'e"d 

l r c;i  
med 

qra<0pinq 

poison 
tkorn 

l r q  
med 

qu i l ls 

2-3 

4-5 

0 
4 
8 

med l rg 
l r<:1 g i <;!  

2 2+ 

l rg g i g  
lr<:1 l r q  

poison 

med med 
l r q  q i q  
hv':I hv':I 

s;;h e l  1 s;;pec: i a l  

3 2 

4-6 7-10 

1 1 

5 4-6 

9 1 0  

q u i  1 1  s 
spec: i a l  

< -- throwa b l e  ----- > poi son 
burnin9 q c l a -t i nous - rock q l ue 

Notes 

Not al l monsters are i nherent i ':I host i l e .  
even be f'riendl ..,, , or ma':lbe Just susp i c i ous and caut i o u s .  

E�treMe l ':I i ntcre•t i n q  encounters occur i n  such i nstances . 
Whan P l 4\lars 2nc:ountar a monst2r, the Judqa shou l d  

not immediatel" te l l  the p l a"ers what i t  i s  unless the" 
have seen one before . He should o n l ':I  describe what the 
p l a"crs seQ, hear, sme l l ,  ( and fee l - i f  +he� are brave ) .  
P l a.,.ars w i l l  c;ienera l l "  take to ca l l i n g  i t  so�eth i ng among 

them�alYes, and �o i t  becomes 'nam2d ' .  I f'  the p l a "2rs 
run i�to onQ a q a i n ,  the Judqe can Just use that name . 

- 1 14-



'· w. & ill. 
B�tl r-a. the bo 1 d 

intr-uder- . Look ing 

Staph�! on watch . 

awakens; he �eels the pr-esence o� an 
about the campsite a l l  seems w e l l  w i t h  

B�lra i s  startled aga i n .  He l i es down 

and c l oses h i s  e�es, fear-inq what he must do . The next 

mor-ninq the gr-oup awakens; a l l  except B e l r- a ,  who cannot 
be brou9ht out of h i s  dream- l i k e  trance. Fearing the 

worst, the� qather t o  d e c i d e  who must undertake the peri

lous m i n d  excursion to f i n d  Be l r a .  

P l anar trave l i s  a n  excursion i nto �our- own m i nd or 

o�hers' m i nd s 1 b� wa� of deep med i t i o n .  Th i s  can be at

tempted b� an�one whci w i shes to enter the ' P lanes ' .  The 

reas�ns for g o i n g  are man�: a m a g i c  user's craving for 
new spe l l s can be sat i sf i ed b� stea l i ng

.
them from other 

mag i c  user's m i n d s ;  a person who has for-gotten someth ing 

ma� search for it or be sear-ched; for t a l k i ng to someone 

who i s  now dead or i s  not �et a l i v e ;  for taking control 

of another ' s  bod� ( f or short per i ods or forever. 

P l anar travel i s  dangerous, though . Just think of 
be i ng lost I n  �our own m i nd ( coma ) or 1n another ' s  m i n d .  
Or t h i n k  of m e e t i n •  a l l  tho$e t e r r i b l e  n i c;ihtmarish forms 

and b o o c;i i e  men of �ou r deepest subcons c i ous . No-t on ! � 

th" f�ar 1 s  rQa l . Destru�t i o n  of '\!Our mQnta l = e l f  i s  
more permanent then an� sort O T  damage to �our ph�sical 
bod� . H l soJ � � e  poss 1 b 1 1 1 ' �  � x i •�• 'ha� 1f �ou c a n n0·: 
defend �our- m i n d  �ou w i l l  be possessad b� some wander-ing 

demons ( l ook inc; �or m o v i e  careers or pea soup ) .  

The lnne- P l anes 

The inner p l anes are areas that connect the m i nds of 

a l l  . h...,man i t ' \I .  The -..; can b e  p i c t •...1red a s  0
cons i s t i nc;i o f'  an 

outer p a r i pher� o f  the concious humans, w i t h  each human 
represented b� a space or area. Connec-ted to each sp ace 

is a row of spaces c;i o i n g  towards the center of the c i rcu

l a r  f o r m ,  and each row b e i n q  i nf i n i te ! � lonc;i ( �ou can 

never reach center ) .  As stated, the outer areas are the 

c o n c i o � •  b e i ngs , tke next space i n  is deTined a s  the 

f i rst order, the second space i n  as the second order, and 

so on: Each human has a set of orders , q o i n q  fro m one to 

i n f i n i t � ,  "attached" to h ' s  s p a c e .  The concious space 

p l us the net s i x  orders i nward define the l i m i ts of tbe 

m i nd of one human / each human hav i nq "the sa·me bounds . 

Order� n�mbQred 7 or above are the areas of cr oss i n q ,  

where one m a �  t r �  "to vent ure to t h e  m i nd o f  another, or 

Ju�t ex� l o�e t � � s e  i "ne- reaches . 
- 1 1 5-



Movement Throvgh the Inner P l anas 

Each order is ir. i t se � f  i nf i n i t e l �  larqe, so travel 
b� foot wovld take a LONG t i m e .  I nstead the travel ler 
must go into deeper meditation to get to an order o f  
h i c;ihar n u m b e r ,  and must come o v t  of d e e p  m e d ! t a t i o n  t o  g o  
to a lesser order . To accomo l 1 sh th i s o n e  mvst svcceed i n  
ro l l i n g  the correct number or h i qher on the inner Plane 
movement chart ( IPMC> g i ven be low . The f i rst move from 
conc i ovsn ess to the f i r s t  order a l s o  requires the use of 

the IPHC. Movement within ones own m i n d  ( f irst s i x  ord-
ars ) i s  

even a l l  
required, 

spac i a l  i n  that when moving t o  a l ower order, 

the wa� to conc i ovs ness, there is no d i e  r o l l 
i t  can be done at w i l l .  

Once the attempter has m e d ! ta�ed and has succeeded i n  
enter i ng the 1st order, h e  ( and poss i b l �  others) w i l l  ap

pear on a so l i d  " f l o o r "  w 1 t h  catches of l i ght and dark, 
s i 9'-� i n  1 ic;iht are<as i s  uni i .,, it<>d and i ,;; on l � 3 to 18 
�ards i n  dark areas . A hex sheet can be used �o regulate 

movement b� foot, w i n g , e t c .  I f  there are no encounters, 
he ma� then attempt to h i gher order s .  Once outside h i s  

own s i x  orders, and i s  into the 7th . order and be�ond, the 
area of the order ma� be a,;; i t  was in h i �  own m i n d ,  but 
could a l s o  be l a n d s ,  oceans, s k i e s ,  f i res, or wkatever 
the Judqe can think of . The b e i ngs that l i ve i n  the deep 
orders ( demons ) are sometimes �er� powerful and seek to 
control t h e i r  own areas , and sometimEs others . 

Seek i n q  Others V i a  �he Planes 

In order to f i nd and gnter another perscns m i nd , the 
crossing areas must be e x p l o r e d .  Once i n  th�se area� the 
saekar attempts t o  f i nd out i f  th i s araa ( o r  order) i s  

" i n  l i na" w i th the tarqet ' s m i n d .  I f  i t  i s ,  h e  ma� then 
travel to it u s i n q  the I P H C ,  if n o t ,  the seeker �vst qo 
to a h i qher orde r area and attempt i� aqa i n . Th� seek er 
cannot make the atte�pt i n  th i s  ordar ( or lower > aga i n ,  

un l ess the seek er touches the oh�s i c a l  bod� of the target 
( both concious ) .  I n  ord�r to succeed a �  d i e  r o ! l of less 
than o r  equ a l to the order number is reqvired ( i n 8th 
order, 08 or less; i n  15th order, 1 5  or less, etc . ) .  i f  
travel i s  made t o  a higher order, the attempt can then be 
made a9a i n . It is suqqe sted that the seekers can bribe, 

inf l�ence, or beq other beinqs of the p l a n e  for k now l e dqe 
that the� m t qht have of their quest . 

Enter i n q  Another M i nd 

Upon reaching a 7th order area "nex� to" anoth e r ' s  
6th order a r e ,  one ma� attempt t o  enter. I f  the attempt 

i s  made, the target w i l l  become aware of the invasion no 

�attar where he i s .  I n  order to succeed i n  enterinq the 
tar9et � i nd , the tarq<>t ' s  mental resistance must be over-



come . To do t h i s  the invader must expend fatigue Points . 

The fati9ue po 1 ntz a l ! �cated to qo throuqh the barriEr 

a re taken and the tarq e t ' s  menta l r e s i stance is subtract

ed from t h i s .  The total is now s�uared and the resu l t in9 

number i s  the % chance of success for the invader [ ( FP -

M R )x(FP MR ) J .  I f  he fa i l s the invader must aq a i n ex
pend more fatique p o i n t s ,  the tarqet loses noth i n 9 .  I f  he 

succeeds, the FP are l o s t ,  but h e  w i l l  be p l aced i n  the 

tarqet ' s  Sth order area and meet h i s tarqet, i f  the tar-

9et responded in t 1 � e .  If the target is present, the i n 

vader w i l l  b e  p l aced 2 - 1 2 ,  3 0 - 1 8 0 ,  or 200+ �ards awa� 

( the tarqet knew where the i nvader w o Y l d  probabl� l a n d ,  

and s o  set h i ms e l f  t o  h i s  advan�aqe ) .  Normal 
comb&T/m a 9 i c  can now take p l ace on the i n f 1 n 1 Te f l oor . 

NOTE: Tha f a t i g u e  P O > nts lost i n  & cross i ng &re l ost un
t i l the person returns to h i s  own conci ousness and cannot 

br repaired, re9enerated, or restored in an� unt i l  

t h i s  i nc l udes fa i l ed atte�Pts. 

T r a v e l  to t�e o1��r �rders must be ma�e on aT a t i me 

v s i n q · tke I PMC Tor th� i nvader . Each area c o u l d  be a 
battl eground OT scrts . Up�n �efeating thQ tar9et in h i s  

1 st order area, the invader ma� venture to the concious 

space, where he �a� attempt to contro l  the tar9et and 

qettinq h i s  i n f o ,  spe l l s ,  etc . Onl� one item or spe l l  or 

p i ece of i nf o  Ma·, be taken per i n Je s i o n .  The i nvader ma� 

a ! a� �ake OVQ� th� tarqe � ' s  P h � s 1 c a l  act i ons , W i th tha 
one w i tk tke greatest amount of FP l eft contro l l inq 75% 
of the t i me , the other �er 25% . ( Remember the invader's 
bod� left un.at'tended "tkov<?h . )  

De�on Crea� i on Tab l e 

poi nts/demon Demon Charac"ter i s t i c s  
H-tK FP MP AC E i -t:'!! 

1 1 3 1 o2' 1 -:;S 

2 2 s 2 1 1 -4 S  

3 4 7 4 2 'l-4S 

s 6 1 0  6 2 1 -6S 

7 6 1 :2 �. 3 1 - 8f1 
1 0  l �� 1 4  1 0  4 1 -br·! 

1 2  1 2  1 b  1 2  4 1 -.;,M 

1 5  1 2  1 8  1 2  0 1 -SM 

1 8  1 4  1 3  1 4  6 1 -.�M 

21� 1 5  20 1 5  8 1 - 1  ·?L 

25 • ':- 2 1  . 1 G  7 t - ! 0L 

30 l '? � · ·  
L "  � 7  i - � ('L 

4 0  : e  2::: 1 a. 7 1 - J. 2 L  

50 '? 9  27 ! '3 .� 1 - 1 2L 

75 20 30 20 3 2 - 1 6 L  

1 0 0  2 Qt  3 S  2 0  1 {' 3-1 Z·L 

Note: u B itQa ! ; �t$ +he £ i A e  to �$e on 

C S=sma l l ,  M=�ed i u m ,  L = l a r � e ) ;  �nd 

Str<?n9th Mora l e 

s 6 

7 7 

� 7• 

8 . -3 
9 a 

1 0  9 

1 1  9 

1 2  9 

� 3  3 
' <i  1 0  

'l "• 1 0  

i c:; 1 t".� 
11 ;  1 1  
1 7  ! 2  

1 8  1 '3 

1 9  1 4  

the To-H i t  tab l e 

i t  a l so ! ! sts the 

amount of dam�ge done b� a "succ•ssful b i t• " · 
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Optional 

A )  The poi nts 

dual demon 

l i sted above are base p o i n t s .  An� i nd i v i 

w i l l  var� Trom that base Tor h i s  actual 

character istics. 
d t e  mod1f''4 

1 
2· 
3 
4 
5 
·s 

characte r i s t i c :  
+207. 
+10X 

0 
0 

- 1 0 7.  
-207. 

B >  Start i nq at 4 0  p o i nts , the demon has � chance of' maqi
ca l a b i l i t � .  The chance i s  QXPressed as: .demon crea
t i on p o i n t s  converted to a 7. .  I T  th i s percent or 

l ower is ro l l ed ,  the de m o n  w i l l  know 1-6 magical 
spe l l s  at the m i n i mum SN. The i r EN w i l l  range Trom 1 0  
to 80. A demon cannot use scro l l s ,  learn more spe l l s ,  

teach spe l l s ,  e t c .  

Demons 

Demons .are the inhabitants of the inner reaches oT 
man ' s minds and source of' the p r i m a l  f'ears of' man . Most 
humans have seen one OT the i r man'4 forms during n i ght

mares, when some demons · venture into �he areas of the 
� i n d  and subcon c i o u s .  Demons at t imas have taken conTrol 
of humans b� crossinq into the concious, d 1 s p l & '4 i n q  

hatred and env'4 Tor the ph�sical bodied mank ind . 
however , sta'4 i n  the deep orders, some so powerfu l 
have the area looking l i ke normal terrain or even 

fantas� dream-wo r l d  C �udqe's d i scretion ) .  

their 
Moi;;t ,  
a s  to 

as a 

Travel through the p l anes i s  l i k e l '4  to lead to en

counters with demons, the farther i n ,  the more l i k e l � .  To 

deter m i n e  iT demons are present, ro l l  a s i x - s i ded d i e  for 

e&ch area entered, with a · 1 · des i qnat i n g that demons 

miqht be present . If a · 1 ·  i s  r o l l e d ,  qo �o a percent i l e  
( 01 - 1 0 0 )  d i e  r o l l ,  and i T  the ro l l  i s  less than o r  c�ual 

to the [ C order number - 6 )  x 1 0  J ,  demons w i l l  be 
present, placed 30-180, 100-600, or 20�-1200 '4ards fr om 

the trave l ler( s ) .  

The demons present · w i l l  be 1 - 1 0  i n  number, +1 per 

each order number above 1 0 .  The demons so "conJured• w i l l  

have fiqhtinq expe r i ence equal to . ( 1 0 0 0  x order number x 
1-6 J .  The most exper i enced of the qroup w i l l  have m a q i 

cal experience equal t o  one-ha l f  h i s  f i 9 h t i n 9  exper i e n c e .  
I f  a • 1 •  i s  ro l l ed on the 1 - 1 0  d i e  rol l ,  r o l l  the d i e  

aqai n . �ith 2 - 1 0  mean i ng n o  change, a • 1 •  dcsiqna+.ing a 

"demon- land" w i th one supreme demon of m a g i c a l  a b 1 l i +.'4 

equal t o  hi� f i qht i nq ab i l i t � ,  and 2-7 le��gr demons of 

magi ca l abi l i t'J equal to one-half the i r  f i ght i ng ab i l i t � .  

I n  add i t i o n ,  the " k i ngdom" w i l l  cons lst o f  ( 10-100 ) x 

C order number ) demons of c l ass one on the demon creation 

table ( see b e l o w ) .  A l l  demons not of the demon creat i on 



t a b l e  have an armor class = to one-ha l f  their order 

number, carr� weapons C as normal weapons ) ,  can b i te 1-8, 

and the onl� characte r i s t i c  that i s  not 3-18 i s strength, 

which i s 2-12 + order number . Demons can possess i n d i v i 
d u a l s ,  o r  attempt t o .  Those humans w i t h  mental resis

tances of 6 or less have a SX chance Per month of ph�s i 

c a l  t i me c f  an i n v a s i o n  b� 1 - 1 0  demons ( treat as random 

for their experience tota l s ) .  

These strange areas e l se a l l o w  a few who know the 

wa�s of these demons to sum�on them for their own pur
poses ( th i s  i s  not the m a q i c a l  spe l l of the same name, no 

maq i ca l experience i s  rea l ! �  needed ) .  O n l �  those experi

enced in p l anar travel w i l l  qet De�onoloq� po i nts . For 

each 50 exper i ence p o i nts passed of planar trave l ,  one 

demonol og� p o i n t  w i l l  be awarded ( a t 5 1 , 1 0 1 , 1 5 1 ,  e�c. 1 
demono l o q y  p o i n t  i s  awarded ) .  These demono l o g y  points are 

used to sumM�n demon• us i n� the Demon Creat i on Table 
C DCT ) be l o w .  In an� area, once per area, the demono l oq i s t  

ma� summon demons b �  a l l ocat1nq f a t 1 q u e  points to do so . 

The FP a l l ocated are m u l t i p l i e d  b� the summoner ' s 

demono loq� p o i nts g 1 v 1 nq a p o i nt tota l to bG " GpQnt " b� 

th• summo nar on the DCT . I f  the total i s  40 ( 1 0  FP x 4 
demon o l og� Points ) ,  the summoner could conjure 40 demons 

of c l aGs 1 ,  20 of c l a•G 2 ,  4 of c l ass 1 0 ,  etc. A l l  demons 

must be of the same c l ass , and w i l l  appear i n  1-6 me l ee 

rounds. The demons are contro l l ed b� thought orders of 

th• summoner, each p o i n t  of i n t e l l i gencQ ?f the summoner 

a l l o w z  control cf a � t i o h "  of a d • fferant qroup of demons 

( I n t = 1 3 ,  13 d i fferent qroups at most > .  The dQmons so 

summoned cannot leave an area conJured in, and , i f  the 

summoner leaves, w i l l  return to thGtr netherwor l �  state. 

cannot be summon�d i n  other ' s  m i n d s ,  on l �  in the 

summonar ' s  own m i nd i f  he das i ras ,  and de mons summoned i n  

one ' s  own m i n d  do not depart when. the summoner leaves the 

area < can qaurd h i s  � i n d ) ,  but do depart when the summon

er reaches conc iousness. 

Experience Potnts i n  P l �nar T�avel 

Each antr� i nto the p l anes = 1 point 

Each sp2 \ l /obJect/info taken = 5 poi nts 
Each order above 1 4  entered = S P o i nts 

Each demo� summon i n �  = 1 po i nt ( no t  per demon ) 

Each demon w i th mag i c � !  ab i l i t� k i l l ed = 5 po i nts 

Spec i a l  tasks = Judge ' s  d�c i s i on 

O p t i o na l :  there is a i i n  1 2  chanc e  that demons summoned 

w i l l  attack the summoner . 

Remember, for the exper 1ence for objects taken, that 

if a" 1 �vader �ak�s co ntro l of another ' s  concious form, 

orabs an i tem . then returns t o  h i s own concious se l f ,  the 

item w i l l  d i sapp��r from �he Tar�et an d  appea� 1 n  the 

i nvade r ' s  ha�d. Ju�T as dropped swords and the l i k e  
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d i sappear f'rom the ph� s i e a l  world unt i l  
-the planes. 

HenTal Res� stanee 

of' charactCir 
mak 1 nc;i a"t1:e111p"t ) 

3 

4 

5 

6 

7 

8 

9 

1 0  

1 1  

12-14 

15-1.7 

1 8  

P l anar Travel A1:1:emp1: 

number ( or h iqher ) needed 
to succeed C ro l l a 
20-s i ded d i e ) 

2 

4 

5 

6 

7 

9 

1 1  

1 4  

1 6  

1 8  

20 

24 

Mod i f' i ers to d i e  ro l l : 
meditate i hour or more +4 

f'or •�ch i n d i v i dual brouqht w i t h  -1 
f'or each 25 p l anar experience poin"ts +2 
i f  mov i n9 more than on� order -4/ex"tra order 
if' mov i nq to order 1 0  c� h i qher -3 

movinq to an ord•r i n  another ' s  m i n d  -3 

Fa1: 19ue Points i n  P l anar Travel 

i n  

Co�bat here i n  the planes i s  normal melee and maqic, 
with terrain if' an�. A l l  �tK dama9e and a l l  ma9 i ea l and 
� i raculous damaqe is conve�ed upon thCi p��s i c a l  bod�, FP 
are returned to the l e v e l  at which t�e� started before 

the p l anar excurso n .  However , in the planes, HtK and 
maqtcal damage is norma l ,  but FP &re �•9cner&ted to 100� 

upon chan9inq areas ( Exception : Hind Invas i o n s )  to a l low 
f'or the dream- l i ke q u a l i t �  of' thCise areas and f'or lonq 
excurs i o n s .  Other d�ma9e must be· healed b �  normal ph�s i 
cal me&nss. 

T i m e  

Time knows n o  bounds i n  p l anar travel and an� number 
of' p l anar or�er ch�n9es w i l l  l ast 1-6 hours of actual 
conc ious t i m e .  Encounters w i l l  use normal MR t i me dura-

tion• �or act i v i t i Q� between 2 qroups in d i ��QrQnt p l anar 
spaces ( orders ) , a l l o w  1 act i on per group, the one ro l �  
1 1 n9 h i ghest on a 6-sided perf'orm 1 n g  1 act i on , then the 
othe� 9roup, e t c .  

-120 



An� t i m e  an area i s  moved into, f l uctuati ons in the 
area could cause a l l  trave l l ers i n  the area ( not i nhabt� 

tants ) to return to conci ousness . I n the orders 7 and 
above there i s  a SY. chance that the order w i l l  col lapse. 
It can remain open b� expQndinQ FP = to ( ord Qr numbQr x 
0-5 ) ,  �he �-5 ro l l ed o n l �  after the trave l l er( s )  d e c i d e  
to sta�. The 0-5 i s  then r o l l e d  and t h e  F P  are l ost . I f  
F P  and HtK g o  to 0 ,  the trave l i er< s > . i s  considered t n  a 
coma, unt i l  the area i $  opened b� another travel ler to 
the area b� expenJinq the add i t i on�l F P  necessar� to open 

the area for the on�s i n  the coma. ' I f  the� decide to 
leave, the� a l l return to conciousness. FP ma� be com
b i ned b� �n� qroup, each i n d i v i d u a l  contr i b u t i n q  an equal 
share . i f  someon� does not have enouqh FP and HtK he 
w i l l  be i n  a coma unt i l  the ethers about h i m  b r i n g  h i m  
out o f  i t  ( b� · expendinq the needed F P  extra ) .  Note 
Those lost in coma must be searched for ( i e .  "Which ninth 
order area? " )  

On travel above 
that each order 

Gett i n �  Lost 

the 1 @ t h  order, there i s  
ventured to w i l l  resu � t  

chance 
i n  � loss of 

" d i rect i on " ,  requ i r i n g  a search for the planar trave l l ers 
own m i n d ,  a$ i f  he were the tarqQt ( but hQ doQ� not havQ 
to cross h i s  own m i nd barrier ) .  
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De.,i n i t ions 

Stvn - A character who ts stunned has �he fo l l owtn9 ef
fects for the duration of the stun: has o n l �  h a l f  the 
nor•a l MP, but sti l l  expends them for movement as i f  
he had h i s  �u l l  amount C 1 . e . ,  he can o n l �  move hat� as 
far ) ;  a l l  of h i �  To-M i t  d i Q  rol l s  have a -2 mod i f i e r  
app l i ed ;  a l l  success attempts for t h i e v i n g ,  hea l i n9 ,  

and spe l l  cas�inq have a -5 m o d i f i e r ;  and the charac
ter has h a l f  h i s  normal inte l l i gence v a l u e .  

B l i ndQd - � character i s  impaired as fo l l ows for the 
durat i o n  of the b l i n d i n g :  has onl� h a l f  h i s  normal HP; 

a l l  aele• To-M i t  d i a  rol l s  have a - 1 0  mod i f ier . ;  it is 
imposs i b l e  to h i t  an�t h i nq with a m i s i l e  weapon; the 
character has a 1 i n  6 chance of stumb l i n g  or running 
into soaet h i n q  ( does 1 to 4 FP damaqe ) for each hex 

moved u n l ess guided; a l l h e a l i n g  attempts b� the char
acter have a - 1 0  modif1Qr; ma� cast spe l l s ,  but d i rec
t i o n  is random , u n l ess p o i nted or so�nd i s  heard from 
target ( m i ss i l e spe l l s w i l l  m i ss automat ica l l � ) .  

Paral �zed - The character i s  tota l l � unab l e  to move, but 
is consc i ous ; ma� cast spe l l s  ( but c a n ' t  use hands ) or 
causoe m i ra c l e s ;  

Unconscious - The p l a�er/character i s  tota l ! � un&ware of 

- 1 22-



a l l  that happens for the dvrat i o n .  

T i me & the. T i metable 

Man� rvles throvqhout th i s  book present 

se�uence af t i m e .  I t  w i l l  be summar i�ed 
hopefu l ! �  svff i c i en t l �  we l l  exp l a i ned. 

A l l t i me i n  th i s r u l e s  book uses the 
qenera! t i me tab l e : 

• t i m e  after o r i g i n a l  event 

( 0 )  ( -or i g i na l  event- ) 

1 1 me l ee rovnd 

Z 2 m e l e e  rovnds 

3 5 m�lee ro vnds 
4 1 m i nute = 1Q melea rounds 
S 2 m i nu t es;; 

E, 4 r:. :. r1•._.1tes 
7 8 m i nutes 
8 1/4 hovr 
9 1/2 ho· ... ,... 

1 0  1 ho•Jr 

1 1  2 hovrs 

1 2 ho•...1r :;  4 
1 )  hi:·•,.H""'$ a 
1 4  da"J 1 

2 1 5  da-.. .. 
4 1 b da"'s: 

1 7  week 1 
1 8  w e � :.-. s  2 
1 9  mon"t..., 1 
20 months 2 
2 1  n-oonths 3 

4 22 r..or.ths 
23 mor1"ths 5 

etc .  

f'ol lowin<a 

A spec i f i ed t l me shov l d  a l wa�s reference back to 
the o- i q i na l  �vent . For exampl e : •3 ( 5  melee rounds ) 

means 5 � e l e e  rou nds after the or i q i n a l  event ( not 5 

m e l e e  rovnds after 2 me l ee rounds after 1 me l ee round 

after the or i q i na l  event ) .  T h i s  is espec i a l ! �  impor

tant in cases where mod i f i ers are gained w i th t i m e  

( e . g . ,  concentrat i ng for spe l l  casting ) .  M o d i f i e r s  

are NOT gai ned �or consecu t i v e ,  short-durat i o n  concen

trat i o n ;  i"t i s  -the total t i m e  after t�e start that 

ma "tters . For e��m� l e :  i f  a caster concentrates for 5 
m l n��es he o n ! �  ge"ts 6 +7 d i e  m o d i ¥ i e r  ( for 4 m l nutQS 

S�Q Mag i c :  S N  r u l e s ) ,  NOT a +10� mod i f i er C +2 �or 
each m e l � e  round , for 5 m i n v t a s ,  ! 0  �e J ee rounds Per 

rn i n•J1:es ) ! 
A l !  ¥ract1ons 0¥ t i me over "the 

qiven &re lost . For exam p l e :  i ¥  a 

- 1 2 3 -
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Tor 1 1  hours and 23 m i nutes, he onl� qets credit Tor 8 
hours. If he concentrates for 7 and a ha l f  m i nute s ,  
h e  o n l �  gets c r e d i t  for the 4 m i nutes. You do HOT get 
&n� sort of credit for the lost fract i o n s .  

" O d d  Happeni n c; s •  
Use o f  the Spec i a l  Character i s t i c s  

The character ' s  spec i a l  character i s t i c s  < Strenqth, 
Daxterit�, Intel l i gence, etc ) c&n be used to determine 
the outcome of th i ngs that aren ' t  covered an�where 
e l s e , and d o n ' t  have obvious so l ut i ons . Th i s  r u l e  
should b e  used as a l a s t  resort to determine s p e c i a l  
events. 

The p}a�er rol l s  an 8-sided d i e .  Hu l t i p l �  th i s  
number b� the p l a�er ' s  appropr iate spec i a l  charac
ter i st i c . Use th i s resu l t as a perce ntage . I n  o rder 
to succeed whatever was attempted, the p l a�er must now 
ro l l  less than or equa l to t h i s  result on percent i l e  
d i c e .  I f'  the pe.rcent i I e ro 1 1  i s  qrea-ter than -the 
number needed, the at-tempt fa i l s .  What happens when a 
fa i l ur� occurs depends on what i s  b e i n q  a-ttempted . 

How often the p l a�er can tr� aga i n a l s o  depends on 
what i s  b e i n g  attempted . Each success i ve attempt 
shou l d  get a -1 mod i f ier on the spec i a l  character i s t i c  

bein9 used. For exam p l e :  in f i guring out the workings 
of a spec i a l  dev i ce , Inte l l i gence w o u l d  be thQ spQc i a l  
character i s t i c  used; and the p l a�er shou l d  qet 1 

chance per week of' figuring i t  out, each t i me sub
tracting 'one' from h i s  Intel l i qQnce . 

Examp l e :  Bart i s  in a tunne l , i n  an opening closed 
off b� a fa i r l �  large rock . Assume Bar-ts S-trength=1 4 .  
He tries to move i t :  Rol l s  an 8-sided d i e - ge�s a ' 4 ' . 
4 t i mes 1 4  = 5 6 .  Therefore, he must ro l l  a 5 6  o r  l e s s  
on percent i l e  d i ce . Bart ro l l ed a 57 he fa i l s  
C l oses 1 -to 6 FP for h i s  ef�orts ) .  There i s  a g i ant 
,;;;p i  der appr-oach i n -3 ,  so h<> tr i.e"' aqa i n .  On th"' 8-s i ded 
d i e  he gets a 6 ,  but subtract one f'or second attempt . 
On the 8-sided d i e  he ro l l s  a 6 .  6 t i mes ( 1 4 · - 1 )  = 
6 5 .  He ro l l s  -the percent i l e  d i ce a n d  ge-ts a 0 5  - suc
cess ! ,  the rock is moved and Bart is freeJ but, oh 
no ! ,  t h e  tunnel opening drops off into a deep p i t  w i t h  
no ' s i d e '  path.: • • • .  

No-te on D i ce 

These rules ar-e designed to be used wi-th f i v e  d i f 
Terent t�pes o f  di ce : 4 - s i d e d  ( 1  to 4 ) ;  the normal 

6-si ded ( 1  to 6 ) ;  8-sidQd ( 1  to 8 ) ;  20-s i ded ( 1  to 1 0  
and 1 to 20 ) ;  amd 12-sided ( 1  to 1 2 ) .  A l l  of these 
d i ce can be found at most hobb� store s .  

Howevar, even w i th on l �  normal 6-sided d i ce ,  i t  i s  
poss i b l e  -to p } a �  b �  u s i n q  �he fo l l o w i n g  proc�dures to 
c��ver.t the d i e  ro I 1 s . 

- . -· 

Ro l l  a 6-sided d i ce ( hereafter ca l l ed the 1st 



d i e )  • .  F i nd i t  ori the chart, then rol l the 2nd 6-sided 

d a e .  Look down the &ppropri �t� column and cross index 

to 9et the resu l t .  

to 4 

2 

3 

4 

2 )---
3 

>--
4 

5 )---
6 

\ 
;---

7 

'\ __ _ 

\ __ 

;· 
a 

·, 

"'---
re-ro l l  

both d i e,. 

i f'  1 to 8' 

or to 4 

1 s t  2nd 
d i e  ·d i e  

2 

3 

4 

5 

1 

2 

3 

4 

5 

6 

1 

2 

3 

4 

5 

6 

1 
2 
3 
4 
5 

1 
2 
3 
4. 
5 

6 

1 
2 
3 
4 
5 

6 

1 

2 

3 

4 

5 

to 1 0  o,.. 20 

< 1 ·to 1 2  ) ---
--

. 

1 ---<-
2 

--------- �-
3 

--<
- -

4 

--------�
·- · -5 

---<_ 

6 

--<� 
7 ------

-...........___ 
8 

------ �
- -

9 
___ ___.-:-

. "'-
1 0  

�-------
( 1 1  

---< 
( '2 ) 

__ ..:;----- · 

or 1 1  

or 1 2  

or 1 3  

or- 14 

or 15 

or- 1 7  

or 1 8  

or 1 9  

or: 

re-ro l l  

· i f'. 1 to 19 

or 1 to 20 

desired 

I f'  a 4-sided or 8-sided d i e  r o l l  i s  needed, �ou 

w i l l  hav� to re-ro l l  both 6-s i ded d i c e  if' the f i rst 
one tu�ns up & • s • . For a 2 0 - s a d e d  d i e  ro l  I ,  a t h i r d  
d i Q  m u � t  bQ ,..o l l Q d  to dQtQ,..m i nQ if' 1t i � thQ lowQr- tQn 
C t  thr?u•h 1 0 � .  a- the t'•ns ( 1 1 throu9k 2 0 ) ·  1 , 2 , 3  

on the t h i r d  8-sided d i e  me&ns t h e  lower ten; 4 , 5 , 6  
MQ�n� ! t  1 �  i n  the teen� . 
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Exa�p l e :  You need to ro l l  a 20-si ded d i e .  So �ou 
r o l l the i s t  6 - s i d e d  d i e  and 9et a 3 .  Yov ro l l  the 
second 6-sided d i e  and qet a 2 .  That . means �ov e i ther 
have a 5 or ·a 1 5 .  So 'IOV ro l l  the 3r-d 6-s;ided d i e' and 
qet a 5 .  Ther-efore, i t  i s  in the teens1 and �ou have 
a 1 5 .  

When the ice . are no.,t . . .  available another 
method can be used to generate the needed d l e  r o l l s .  Us

i n q  a deck OT cards in d i TTerent wa�s w i l l  a l low th i s . 
For 1-20 d i •  ro l l s  A deck is used in w h i c h  there ar-c o n l �  

2 0  cards; , l ( a c e ) - 1 0  red and 1 - 1 0  b l ack . The b l ack 

rei:>res.ents 1:he numbers 1 tnru 1 0 ,  and tne red ones 

represen"t. 1 1  "thru 2 0 .  Ex: b 1 ack 5 = 5 ,  red S = 1 S ,  red 1 0  
= 20, _ b l ack 1 0  = 1 0 ,  e t c .  For 1 to 8 ,  o n l �  the ace thru 

c i qht i s  kept, red or b l ack be1nq the same . For 1 to 4 ,  
d i v  id.. b� 2 .  .F Or" 1 · t o  1 2  u:;;e a 1 1  card:;; b< .. d: +hct 1£ i n9s;; , 
ace �hru 1 0  repr-esent i nq 1 to 1 0 , and the Jack and queen 
representing the 1 1  and 12 respgc t i v l � .  For per-cent i l e  
< 0 1 - 1 00 )  d i e  ro l l s use the 1-20 deck ,  !qnor-inq colors, 

w i th the T i rst draw represent i nq the tens d i g i t  and the 
second dr-aw the ones d i 9 i t .  E x :  draw 1 ,  then 4 = 1 4 ;  draw 
S, then G = S S ;  draw 0 ,  then 0 = 1 0 0 . Note that the f 1 ,..st 

draw must be returned to the deck before the second dr�1 · . 
-�26-



Poiso'I'\ 

Durtnq the course of p l a �  the P/Cs w t l l  no doubt en

counter cert a i n  poisons, be i't from a scorpion to t a i nted 

food . Ba l ow is presented two wa�s in wh i ch a referee ma� 

u•• to hand l •  such : i tuat i ons . 
A >  I n  th i s s�stem the P/C subJect to the poison must 

' s a v e '  '-'E>r·�;,,;;; .,. ,_, e  i:> 0 1 S O l"l  b"i ro l I � n g  a 'twen"t� - s i ded d i e  

and compar i nq th 1 � � o  h i s  o�n const i t u t i o n .  l f  the ro l l  

on thQ 't�Qn't�-:idQd d i Q I �  l � = =  than or Qqual to h i s  eon

s t i t v t i o n ,  the eharaet•r suffers no i l l  effects . I f ,  how

Q v e r ,  th� ro l l i :  qreater than h i s  cons t i t u t i on ,  the 
character s�ff•rs fu l l  damage from "the � o i son 

( de a 'th , b ! t ndness , e t c .  ) ,  

B >  I n  � h i s  s�s tem "the P o i s o n s  encoun�ered are rated 

b� the JvdqQ beforeh�nd, mak i n �  d i =t i n c t 1 ons between �e&k 
and s�rong po i so n: .  � l l  poi sons ar� given a rating from 

3C weak ) to 1 � C s�ronq ) , w i t h  spec i a l p o i sons even h i q h e r .  

Here 't h e  Person : .. •..:st 'save' a l s o ,  but i t  is ca l cu l ated 
d i fferent ! � .  The P/C's const t 'tvt i on is subtracted from 

the p o i s o n ' s  strength r�� i nq , t h 1 �  'total 1 =  �hen add�d to 

1 2 .  Th.. ,.,..,,.,b .. ,... no" i s:: what i s  reqvi ,...Qd to r- o l  l <:>n o 
twent�-� ! d�d d i �  or LESS wh i ch w i l l  �ave the char acter 

from the poison's effect . For example: Xenon· the th i ef 

opened a J a c k e t  w� ! ch c on ta i ned p o i s o n  powder C strenqtk 

r""'9. t 1 n-; = 1 4- 1 wr i ch ,,eno't"I i n h a l e d  for �oroe reason of h 1 s  

0�1 n .  i-1 1 s  const• t·Jt i ,.> n  i s  1 1 ,  s -:i ,  •Jsinq the exp l a 1 ned for

mv l a :  Po i s . sTr . ( 1 4 )  ) - ( Xen. ccns. � 1 1 )  J = 3 ,  th i s 
number added to 1 2  = 1 5 .  Xenon DVS::t now ro l l  a twent�

s i de �  d i e  w�e,...e f ,...o• 1 to 1 4  i s  death and 1 5  to 21 a l lows 

h . m  to conti nue on h i s  w e � .  

I n  b o t k  s�st �m s these opt i ona l m o d i f i c a t i ons can b e  

made: for �&ch 257. of the P/C ' s  fatiqve p -:i i n t  total i s  

down thQ twe�t�-s:: i dQd d 1 e  r-o l l  ' "'  adJvs::ted i n  'the 

p o i �o n ' s  favor b 1  one . ckaracter i s b l ed or has � i s  woun d 

sucked i M m e d 1 & t e ! �  q 1 ves e ' �u o '  mod 1 f l ca t i o n  to the P/C1 

and t her� · are & nvmber �f o�her vnfor-�cen mod i f i c a t ions 

which cou l d  poss 1 b l • � - i = �  1 n  an ad�enturc : 
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Seenario & I n i t i a l  I deas 

Once a fantas" 9ame 9ets 9oinq, it i s  genera l ! �  eas� 
to keep it g o i n 9 .  However, startin9 a qame can be 
d i T' 1 c u l t . ·  Usua l l � ,  it i s  best if" the p l a�ers are 
i n l t i a l l �  9tven some rQ&son for seek in9 advQnture rather 
than l•t them wander aimless } � .  So, below we have l i sted 
soee poss i b l e  starting ideas to g i v e  the character an 
or i q i n ,  or a background, or a basis for future adventure. 

The p l a�er/characters could b e :  
a )  survi vors of a space ship wreck on a 

medieval pl anet . 
b )  escapin9 slaves from a slave r a i d  

home land. 
c )  survivors of a natural d i saster . 
d )  survivors of a r a i d  on the hometown 
e )  fore igners s h i pwrecked on some 

i s l and continent. 

on 

strange 

f )  the resu lt of some m i shap i n  t i m e  trave l .  
Or, the characters m i ght have: 

a )  found a map to some i mmense treasure. 
b > b•en hi rad t.o es;cor1:" s;ome Pl 19rtmsi o,.. 

merchants . 
c )  had one of their qroup k i dnapped b� an ev i l  

�tzard or b� some re l ig ious sect. 
d )  one i n  their part� who i s  a look-a l ike to a 

wel l known band i t .  
e )  been given someth inq extremel� valuab l e ,  and 

l.o.t,s. of· e.v-i ·l peop 1 e are hunt i nq for i t .  
:f .. ) . on ct 0°f" .thct 1 r part'I who i s  a d'2P0£'2d pr i ncca 

a.nd- wh'ose fa,,. i l �  is b e i n <;J  hunted .down. 
�°> Just arrived in a countr� w i t h  some 

CYStom that the� don't know about . 
a quest; b� promisca oT 
b'I s;omQ 

a. huqa 
or b -.  

powers. 
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Additional Jud9in9 G u i d e l i nes 

Sett i n g  up a " wor l d " ( or area > w i l l  be the most im-
portant in9redient i n  a successf u l character qame ,  w i th 

the burden resting d i rect!� upon the �udge. How to start 
the ba l l  ro l l i ng is a l so the Judge ' s  respons i b i l i t � ,  
p l a�ers not fam i l i a r  w i t h  the 9ame mechanics shou l d be 

9 i v e n  explanations, h i n t s ,  etc . ,  more often unt i l  the� 
start to master i t .  I t  i s  reccommended that the b e 9 i n 
n i ng Judge � l s o  become fam i l i ar w i �h the q a m e .  This i s  

best accompl ished w i th a h umb l e  f i rst set-up, not w i t h  
b u i l d ing towering c i t ies o f  9o l d . wh i ch lead t o  towering 
prob l ems of ·�hat do I do now?" B e l o w  !s g i ven an exampl e 
of such a starting p o i n t ,  which a l low� for future addi

t i o n s .  After the p l a�ers have completed " ro l l i ng-up" 
t h e i r  characters, the questions are: 1 )  "where are w e ? " ;  
2 i  " who ara we? " ;  and 3 )  " w h �  are w e  here? " . For th i s 

set-up let us assume the Judge g i ves t h i s  introduct i o n .  

"You are a l l  �o�n9 men o f  a sma l l  v i l lage o f  about 300 

pe op l e ,  �our parents are l i v i n 9  there and are i n v o l ved i n  

var i ous Jobs and trades i n  th i s m i d d l e-age v i l la9e ( the 
characters c o u l d  determ ine Just what it is the i r parents 
do fo� a l i v i n 9 ,  v�a a d i e ro l l  and a pre-determ i n e d  
t ab l e ) .  You have been sent out to the forest to hunt 
boar, �ou carr� w i t h  �ou a wooden spear and sma l l  daqqer 

Q&ch. You are WQ&rinq -tun i cs and sanda l s ,  and each has a 

wat er sk i n .  Th i s · i s  �our � i rst t i �e on a hunt w i thout 
elders ( so t he� start w i t h  no experi Qnce ) .  You are 
presQ n t l �  deep i n  thQ forest and l o o k i n 9  for � i qns of 

w i l d boar . •  The Jud9e shou l d now l et them ask questions 
and let them continue w l th t h e i r  h u n t .  T h e  Jud9e m i ght 
even show them a detai l -free map of the i r ar�a ( w i thout , 
deta i l s l i ke treasure, monsters, Pits and other desi 9ned 
p 1 accu: ) and show -thcam wh .. rca th<>',j .,.,... .. on thci m"ap . L<>"t • "'  

assume that the� f ind a boar feedin9 i n  the d i stance < sa� 

30-180 �ards ) .  The� tr� to 9et i n  spear r&n9e. The� 

sho u l d state exact)� what it i s  the� are do i n9 to " st a l k "  
the beast , w i t h  as much i nfo from the Judqa as poss i b l e  
( i s i t  near the tree, i s  i t  s l e e p i n 9 ,  the Judqe should 
q i ve much deta i l ,  even i f  th i s event was not p l anned for, 

the Jud9e must " t h i n k  on h i s  feet " ) .  Us i n9 the to h i t  
charts , e t c .  the� k i l l  the boar. Award experience p o i n t s  
and l et them continue on their wa� home w i t h  the boar . 

Th• Judge . m i q h t  th i nk that the b l ood c o u l d  attract some 
wander i n g  beast, he s h o u l �  have a chart descr i b i ng what 
m 1 9ht come b� and how often . < Ex :  1 - 3  { l i st �f poss i b i l e  
monsters } w i l l happen b� on a • 1 •  of a 1-6 d i e  ro l l , check 

each hour trave l e d  1 n  woods. He might now make i t  · 1 ·  or 
• 2 •  due to the smel l . )  Let ' s  sa� the',j ha�e no encovters 

and have the i r  v i l l a g �  i n  s i g h t .  "You see ahead �our v i l 
l a 9 e ,  with a b l ack smoke and v u l tures f l � i ng overhead . "  
The p l a�ers now re�ct, sa� b� i nvest l 9 at 1 nq the &rea. I �  
town- "You see a l l  the b u i l d i n9s burned t o  the 9roun d , · 

and a l l  have bee"tl k i l l ed .  There i s  , roowever ( th i s  i s  the 
" s tarter " ) , evi dence of what looks l i k e  h�of p r i nts com-



i n q  in from �he north and q o i n q  ovt of town to the 
south . " �ssume the� a l s o  f i n d  evi dence of looting and 

general P i l l ag i ng and the� w i s h  to seek revenge on these 
band i�s . So the� fo l l ow the tracks • • • . •  

Wa i t i nq for them i s  a cave complex where the theivQs 
h i d e .  The judqe c o u l d  construct it vsinq graph paper, 

each sqvare repre s e n t i n g  ! 0  feet. In th l s  tunnel complex 

i s  p l aced the various sto l en goods i n  possibl� t h i s  wa� : 
l n  each open area us�d for storaqe, 

1 i n  b chancQ for 1 � - 1 0 0  copper p i eces 
in 4 t -3 art works ( vase• , o i l 

lamps ,etc ) 
1 i n  1 0  1-G sacks of :s i l ver , 109-300 

p i ece3 

The judqe, i n  add i t i on w i l l  have areas p l anned exact-

1 � ,  i nc l ud i nq the ma i n  treasvre store . Now the qaurds . 

Wh i l e  near the cave there l s  a 1 i n  6 chance per hour of 

meetinq a mounted patrol of 2-12 men , a l l hav i ng ER of 3 

< i t i s  e a s t e r  to use the chart of ER in " Monsters " rather 
than r o l l inq for Qach ) w i t h  a leader of ER 3-5 . 

I n  the cave ther e i s  a 1 i n  8 chance- per f i fteen 
m t nvtes i n  trav e l e �  areas, per week in s l i qhtl� v i s i ted 
areas. of mee t i ng 1 - 6  ga�rds ER = 2 or , 1 l n  1 2  of meet
i n g  a larqe group 30-80, w i th 1 - b  leaders of ER 4- 1 4 .  

I n  opQn ar .. as thQrQ i s  a 1 0% chaneQ of guards ba i n q  
present, 3- 1 8  i n  number . 50% chance the� are a l l  s l eep
i n q .  

I n  a reas w i th treasure, the 1 0 X  above goes t c  75X. 

The ma i n  area has ? q o l d ,  s i l ver , etc . There is a l 

wa�s 5-25 qaurds here, ER = 3 ,  1-8 have ER = 3-6, has 

ER = 1 5 .  On ! �  20X of thQ qaurds = l QQP at one t i m Q .  
There i s  a 33� chance that ' t h e "  leader i s  presen t .  

H e  i s  Worf-:>n, a cherec"ter o f  str=10, tnt=1·s , w i s = 1 2 ,  

dex= t 3 , cons=9,mental res =3 , char= 1 6 .  He has 15000 exp i n  

mac;i i c ,  400 exp i n  f i qht i nq , 3000 exs:> i n  t h i e..;er� . HtK = 

4 ,  FP = 1 8 ,  HP = 3 .  � I n c l vdQ l i =t <>f' h i s  sp .. l l s 1 th .. ir SN 

and EN . )  

Worfon carr i es a da9qer , I s  i n  a robe, and stands 
abo�"t 4 feet t a l l .  

The 9aurds a l l wear A . c . · 4 ,  the l eaders some
t i m e s ( � 9 %  J 1 n  A . C .  5 - 1 0 ,  a l l  carr� swords, 20% a l s o  carr� 
short b o w s .  

Horses a r e  kept i n  

10-30 ho�ses , s a d l e s ,  
E R  = S .  

a Pen 1 n  the woods nearb�, w i t h  
etc . 2 - 1 2  s l aves , and 6 - 1 2  qaurds ,  

The judge now has everinq set for an adventure into the 
t h i a v • s '  den ' Oh ,  d i d  I te l l �ou about the c;i i ant scorpi on 
that l i ves deep i n  the c&ves and meets · � i s i tors" i n  the 

s e l d o m  �rave l l e d  areas, i n  4 p�r hour? ) .  However, the 
i:> l &�ers m l qht not even VQnturQ therQ, and m 1 q h t  not Qver 
q<> there, so the Judqe must be re�d� to r�spond w i t h  a 
se�-�P no matter which wa� the adventures travel . 

Remember , the Judqe �ust " p l a � ·  a ! !  of the non-pla�er 
characters and monsters . He must l earn �o be subjective 
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and think as others w o u l d  ( most Judqe's Tind i t  eas� Tor 

monsters w i t h  Int = � ) .  I t  i s  a l s o  rQecommendad +.hat the 
p l a�ers r o l l  " t h e i r  own• d i e  Tor thin9s l i ke to h i t  and 

saves, i t  qets tham into the qame more than iT some Judqe 
t e l l s  them what he r o l l e d .  I T  there are more questions on 
start i nq qames and campaiqns send a SASE and the� w i l l  be 
answertd a� q u i e k l �  as poss i b l e . 
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